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"Boy, Is that Sorceress 
going to be surprised* 
When we walk right 
Into hirtower.J* 


Get in on the ground floor of this 

new and exciting Collector Card Game 

Don't Miss Out. 

54 card deck $6.95 « 8 card pack $1.45 

Advance copy promotional deck $9.95 

Only 25,000 printed 

4 

To order: 

^ Call (816) 363-9363 

69 Thunder Castle Games • P.O. Box 11529 

Kansas City, MO 64138 

Dealer & Distributor orders welcome 
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readers the best coverage of the gaming industry 
available. 

Although the Alderac Entertainment 
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systems and supplements — SHADIS will not 
become a house-organ. 
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associated with SHADIS rather than having an 
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Happy New Year! 

It's amazing what we take for granted. 
As 1 put the finishing touches to this editori¬ 
al, I am flying at 20,000 feet somewhere 
over California heading back east for the 
holidays. A few unexpected snags such as a 
wayward ferret and a few missed deadlines 
prevented me from bagging the issue as 
planned before my flight departed, so here I 
am pecking away from my seat over the 
wing. It makes me wonder if all this new 
technology is really liberating me or just 
making me a slave. [Look, Jolly, see the 
nice shiny new beeper we got you for 
Christmas? It matches the cellular phone in 
your stocking,] When I land, I'll hook my 
laptop up to a modem and transmit the final 
layout and editorial back to the home office 
where it will be outputted and rushed to the 
eagerly-awaiting presses. And thus ends 

another year of SHADIS. 

As of this writing, some exciting things 
are coming up for our readers. The biggest 
announcement — SHADIS is going monthly 
starting with this issue. Well — sort of* 
We ve decided to do six mini-issues called 
"SHADIS PRESENTS" which while come 
out between the regular issues of SHADIS, 
These special editions of SHADIS will allow 
us to focus on various aspects of gaming 
without disturbing the popular format of 
SHADIS proper. The special issues will be 
between 64 and 96 pages and will be distin¬ 
guished from the regular issues of SHADIS 


Cries From 

the Attic 


Editorial of a Madman 


by numbering them with a ‘.5’ suffix. The 
first SHADIS PRESENTS (17*5) will hit the 

stands in February and will be devoted to 
card games* After that, we will rotate the 
special issues through various aspects of 
gaming. The extra issues will be free to sub¬ 
scribers and will not affect subscription 
rates. So enjoy! 

Our Gamemaster’s Workshop series 
has proven to be extremely popular with 
our readers. But several of you made a valid 
point; “There are more players out there 
than GM’s, How about some articles geared 
toward players?" We plan to do exactly that, 
but well need your help. Any of you free¬ 
lancers out there sitting on any material 
which deals with player-aids? Send 'em ini 

Now to the issue at hand, A little over six 
months ago, my partner John and 1 were 
sitting on a pile of wooden pallets watching 
SHADIS #14 come off the press when the 
conversation turned to Magic: The Gather¬ 
ing™* Almost in passing, one of us suggest¬ 
ed that it would be 'neat 1 ' if you could use 
your Magic cards to play with a board 
game. A few moments later we had stolen 
. , * er, borrowed a black magic marker 
from one of the press operators and had 
retrieved some scrap paper from a dump¬ 
ster. For the next hour we sat huddled 
around the scraps of paper as we began to 
draw different variations of the gameboard. 
Not ones to let a good idea slip away, we 
sought out our new card section editor, 
Dave Williams, and asked him to rack his 
brain and ‘make it work'. The results of 
Dave’s efforts appear in this issue as The 
Conquering™. It was amazing to see that 
small spark of inspiration grow into an 

exciting new game product* 

At Origins , last July, 1 was sitting at the 
Origins Awards with one of the newly hired 


employees at Wizards of the Coast when at 
the mention of a certain game designer's 
name, she turned to me and said, "Who is 
Gary Gygax?” After picking myself up off 
the floor, I realized just how much the gam¬ 
ing industry has changed over the past two 
decades. As soon as I got back to the office 
I embarked on a personal quest: to find 
someone qualified to write a history of the 
role-playing phenomenon* It didn’t take 
long for the same name to continually pop 
up in response to my queries. Victor 
Ramond answered the call and the first 
installment of his history of role-playing 
appears in this issue. Game designers, 
gamers and other interested parties are 
encouraged to contribute to Victor's 
research since we want it to be as accurate 
and as informative as possible. 

Fans of Bright Future will notice its 
absence this issue. A few days before going 
to press I received a phone call from the dis¬ 
traught creators. Apparently, a pet ferret 
knocked over a bottle of ink and danced a 
tango over the original masters. Hey, every¬ 
one’s a critic. I'm not sure if the ferret had 
anything to do with it, but Jason Holmgren 
called shortly before press time to tell me his 
hard drive had crashed and Flnieous Fingers 
was vaporized. So no Finieous this issue 
either. Not to fear, both strips will be back 
next issue* Enjoy the issue! As always, we 
are keenly interested in hearing your com¬ 
ments and suggestions. 


Jolly R. Blackburn 
December 4, 1994 
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Coming this Fall from Palladium Books 

The Compendium of 
Contemporary Weapons 

At long last, Palladium Books presents its incredibly comprehensive tome 
of modern weapons: The Compendium of Contemporary Weapons. 

Why has it taken nearly Three years to produce? 

Painstaking research and tons of artwork. Hundreds of individual illustrations 
depicting over 400 weapons, plus scores of weapon attachments, knives, body 
armor, weapon accessories, grenades, tanks, ammunition and more! 

We don't even know exactly how big this fantastic reference book will 
finally be when its all finished! Over 200 pages!! Suitable for use with all 
role-playing games of modem combat, from military to superheroes. Ideal for 

Palladium 1 s Heroes Unlimited, Ninjas & Superspies, Beyond the Super¬ 
natural, RECON and our up coming RECON Modern Combat RPC* 

Highlights Include: 

• Easily adaptable to ALL game systems!! 

• Compatible with the entire Palladium Books Megaversd 

• Over 400 weapons! Plus body armor and light artillery* 

■ Mechineguns, sub-madiineguns, bazookas* LAWs, mortars, shotguns, 
rifles, pistols, revolvers, and knives. 

• Body armor, grenades, pyrotechnic devices, tight artillery, tanks, 
APCs, scopes, surveillance, special rounds and more. 

• . Written by Maryann Siembieda, acclaimed for her work on the orig¬ 

inal, 48 page weapons reference of the same title. Assisted by Kerin 
Siembieda and Matthew Bateau 

• Every wea pun Is Illustrated! Art by Sfcmbfeda, Gustovkh and Stalter, 

• Cover by John Zdeznlk. 

• $19.95 plus $2.00 tor postage and handling* 

• Over 200 pages 


Other Recent Releases 
from Palladium Books* 

Rifts World Book Four: Africa TN . Erin Tam (complete stats), the mind 
bleeder* necromancer, medicine man and other optional O.C.C.s and alien 
races. Plus the world shattering menace of the Four Horsemen of the 

Apocalypse! Ait by Long, Siembieda, Gustovich and Breaux. $15,95 plus 
SI .50 for postage and handling.. 

Rllts Dimensions Book One: Wormwood r *. The first of the many worlds 
inexorably linked to Rifts Earth. Created by Timothy Truman, Flint Henry 
and Kevin Siembieda! 20 page comic strip —- great art and characters* 
$15.95 plus $L50 for postage and handling. 

Island at the End of the World ™ p for the Palladium Fantasy RPG! Adventure, 
magic, monsters, mystery and adventure! By Thomas Bartold and Kevin 
Siembieda. $15,95 plus $1,50 for postage and handling. 

Mac toss O RPG* More I a pagination mocha, action and adventure* Mega- 
damage system compatible with Rifts. Written by Kevin Siembieda, art by 
Newton Ewell and Wayne Breaux, cover by Long, $11,95 plus $1,50 for 
postage and handling* 

Rills* World Book Five: Triax & The NGR f “ — Coming this Fall! Page 
after page of incredible bots* borgs and weapons by Kevin Long and Kevin 
Siembieda. Plus world information and adventure. $19.95 plus $2.00 for 
posiage and handling. Take a look at our metal miniatures too! 

Palladium Books* 

Dept. D 

12455 Universal Drive 
Taylor, ML 48180 

Copyright V 19&3 Kevin SiembtedM 

Palladium Boofcji®. (tifts®, Mcgjvent® and R£CO^ p ait registered titdcnGtrlui owned and licensed by 
Kevin SienrfHcdi. Oita* titles are trademarks owned bj Krvm gtembia*. Macros n 1 ' is & trademark 
owned and licensed !>v Here Comnxmieukus/Big WcWMacTOM H Project. 


Available at hobby shops and comic stores everywhere! 



























































































Greetings Dear Readers, 

Due to space considerations, 
some fetters have been edited , 

The mad }ust doesn't seem to 
stop. Oh dear. We read each and 
every tetter, so even if it isn 't pririt- 
ed, your comments are welcome and 
your suggestions and construct we 
criticisms are thoughtfully consid¬ 
ered. So keep the fetters coming. 
Remember SHAD/S Is an interacts 
magazine - toe want you, the reader, 
to be involved. 

Gameweaver 

Dear SHADIS 

I love SHADIS!!!! Yes, I did origi¬ 
nally subscribe because of the wonder¬ 
fully complete lists of Magic cards, but 
now I enjoy it for everything else it 
offers as well. (1 may even run a role- 
playing game again sometime soon.) 

Even articles and scenarios about 
games that I don 1 * play have turned out 
to be useful as sources of ideas, or at 
the very least, enjoyable reading. I will 
definately renew my subscription. 

The only thing that could make my 
joy complete is a review, comment, 
scenario, or brief mention, of my 
favorite game. 

It Came From the Late, Late, 

Late Show is a roleplaying game set 
in the world of B-grade movies and is 
produced by Stef/a r Games. 

If more people hear about it, buy 
the books, play it, perhaps it will 
encourage more support from the pub¬ 
lisher. (It is also rollicking good fun 
and I think it is a welcome change 
from serious dungeon crawling or 

netrunning.) 

R. E, Kemper 

The only reason we haven't cov¬ 
ered the game you mentioned is that 


no one has bothered to submit a 
review or articfe on the system. 

SHAD/S covers all games and we 
would love to see more system-spe¬ 
cific articles to intersperse between 
the non-system specific artic/es 
which have proven popular with out 
readers. 

JRB 

Dear SHADIS, 

Aaangggh* the local gaming store 
neglected to hold my copy of Knights 
of the Dinner Table #1. Can I order 
from you direct? And how about a 
reservation for KODT #2? Where 
should I send this extra pile of money 1 
have laying around? 

T. Landrum 

Yes, we have a small reserve of 
KODT #1 here at the office . Copies 
are $2.95 plus $100 shipping, 

Issue no.#2 of KODT will be out 
sometime in January . (Yes, ft was 
originally slated for a September 
release but other projects forced that 
date back.) You can reserve your 
copy of no #2 either at your local 
gamestore or through SHADIS, 

JRB 

Dear SHADIS, 

l just received my first issue of 
SHADIS. What is back issue price/rell 
ability? 

You might be able to hide this data 
near your subscription information. 

George Phillies 
phHiies@wpi. wpi. edu 

There are bade issues of SHADIS 
available. We've refrained from pub¬ 
lishing the list of available issues 
because supplies were getting so low 


and we enjoy taking bade issues to 
conventions. 

Issues 1 thru 8 of SHADIS are 
sold out (though there are some 
unassembled copies sittfng in stor¬ 
age). You can order copies of 
SHADIS 9 thru 16 (with the excep¬ 
tion of issues 11 and 15 which have 
sold out) by simply sending $3.95 
for each back issue wanted plus a 
dollar for shipping. 

As of this writing, both issue 16 
and 17 look as though they will sell 
out within a few weeks, 

JRB 


pretty busy this last year, and like 
quite a few writers he needs the 
correct atmosphere to do his writ¬ 
ing. The SHADIS office is decided¬ 
ly not the place, so we have sent 
him home for a month . We expect 
fiction and cartoons when he 
returns. 

GW 


Dear SHADIS, 

I am a reader from way back In 
the good old days of SHADIS, (I 
started with issue #3) I have to 
admit what hooked me back then 
was the fiction, although being an 
avid gamer I didn't mind the change 
in venue in issue #9. I think you 
guys have done a wonderful job and 
I still find something interesting in 
every issue. 

I have noticed that during this 
last year there have not been any 
fiction stories in the issues Do you 
plan on having any fiction or pick¬ 
ing up the stories from the earlier 

issues? 

Jim Chier 
Colorado Springs 

Yes and Yes. You can expect 
to see some short stories in 
upcoming issues. The reason you 
have not seen any this year is 
twofold. Believe it or not , space is 
one reason. We have so many 
great articles that we want to pub¬ 
lish already here we keep pushing 
the fiction back. The second thing 
is Jolly's time. We have kept him 


REMEMBER, WE'RE 
ALWAYS INTERESTED IN 
YOUR OPINION OF SHADIS. 
KEEP US INFORMED BY 
WRITING TO US! 


\ 
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Moria - Citadel of Middle-earth 

It has rtiled Moria for centuries, waiting for 
the next group of foolish adventurers to 
visit. Now its your turn... 

The Balrog of Moria stands 18 feet tall, 
immune to fire and heat and carries a 
flaming sword that is largft than a man. Are 
you up to the challenge? f 


Other Citadels of 


Minas Tirith 
Dol Guldur™ 


these fallen Malar, both 
awesome and terriffying. Your players will 
shudder when they find out that the size is 


Other Prince August 

Bilbo & Gollum 
Gandalf the Wizard 
Strider 


Prince August USA 
e Byrne Building Suite 205 
Lincoln + Morgan $Ls 
Pheonixville, PA 19460 


Iron Crown Enterprises, Inc 
P.O. Box 1605 
Charlottesville, VA 22901 

1-800325-0479 
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By Dave Dollar © 1994,* Illustrated by James Kovalic © 1994 


P rofessionalism is an imperative in 
the world of international espi¬ 
onage. I don’t have it. 

Every day, all the other operatives in 
my department stride stiff-necked into the 
Director's sound-proofed, electronically 
screened office and carefully place their 
latest mission reports on his massive 
wooden desk. They stand at perfect 
parade rest while the Big Guy hmms and 
ahhs over the file until he dismisses them 
with a terse, perfunctory comment on 
how neat their paperwork is. For myself, I 
usually drop a worn old 'Return of the 
Jedf Trapper Keeper in front of him and 
flop into a chair trying to light a cigarette 
using a pack of matches with the phone 
number of some very important Eastern 
Bloc contact scribbled on the inside* Out¬ 
side, Bob is desperately trying to explain 
to the pi 2 za guy that no t he did not order 
a large anchovy and green olive pie, and 
that this was a highly restricted govern¬ 
ment area and could he please leave. Bob 
never liked me much. 

Actually, that last bit was a complete fabri¬ 
cation, IVe never actually seen my office. My 

methods in the world of international intrigue 
are neither conventional nor gentle, and my 
colleagues (who are all named Johnson) have 
never really understood how i manage to 
maintain the highest efficiency rating in 

NAT.O. 

Neither do I, actually* Frankly, I'm just 
lucky they don’t count off for spelling. Some¬ 
where, I'm certain, the U.S* government 
maintains a huge, multi-million dollar think 
tank, full of lots of men with very important¬ 
sounding degrees, whose sole job it is to cor¬ 
rect the spelling of operatives’ mission 
reports. 

So without being blessed by the muses 
with the gift of good spelling, to what can I 
attribute my success in the spy biz? 

You just read it: the words 'spy biz'. 

Most of your N*A.T.O* operatives are 
stuffy, professional types who are too con¬ 
cerned with filling out all the right forms and 
not concerned enough with having a good 
time —■ Yuppies with guns* Additionally, their 
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Real Spies- 

ties are all too tight and it cuts off the circula¬ 
tion to their brains. For real espionage work, l 
personally advocate a loud pair of Bermuda 
shorts and a comfortable t-shirt. For formal 
affairs, wear a clip on, 

The problem with most of these guys is 
that when a “real 1 ' operative stumbles across a 
big-time conspiracy he gets flustered and 
screws up* “My God!' 1 he thinks, 1 don't have 
a proper KVR-3620-2 form for terrorists try¬ 
ing to steal 600 pounds of plutonium! " At the 
thought of having to improvise paperwork 
and actually be creative^} most operatives 
faint dead away on the spot and are run over 
by the terrorist getaway truck. 

That's it, I suppose, creativity and a 
relaxed attitude. If any of you Mr, or Mrs. 
Johnsons out there are reading this column, l 
would suggest spending less time thinking 
about incarceration, bullets, and paperwork, 
and more time thinking about those enor¬ 
mous bonus cheques you get at the end of a 
job well done, l personally find it much easier 
to gun down a fleeing assassin when I’m 
thinking about buying a very fast sports car, 
than when considering whether or not the 
man might actually be innocent. Don't bother 
me with technicalities, he looked suspicious. 

Another suggestion: get a new alias. Para¬ 
noid drug lords and hit men are much more 
likely to shoot a Mr. Johnson or Mr. Smith 
than a Mr, Heiferthumper or Mr, Gruntie. 
Studies show! Trust me! 

Some common misconceptions about the 
average spy: 

It always cracks me up when I see James 
Bond or Napoleon Solo on the tube, looking 
thoughtfully at a painting on a gallery walk 
“This is truly a wonderfully exquisite rendering 
of neo-cubistic classicism, Mr, Villainous, but 
to a trained eye such as mine it is obviously a 
very clever forgery. You see, the neo-cubists 
had only horsehair brushes available to them, 
and from this microscopic bit of camel hair I 
see imbedded in the paint, I can easily tell that 

this is not an authentic Renault/' 

When did these guys have time to learn ail 

that!? Especially after having to go through 
twelve years of charm school!? Real spies 
know virtually nothing about art—we spend 
all our time learning to remove coffee stains 
from the very important, classified files that 
we weren't supposed to have in the first 
place. That, or fabricating uncopyable keys so 
the pizza guys can get into the Pentagon, 
Real spies aren't culture buffs. Well, my girl¬ 
friend is kind of an exception—but she's 
British, 

Case in point; I recently had an opportuni¬ 
ty to be dragged by the nose hairs, by my girl¬ 
friend, down to tour the Louvre (a reasonably 
well-known museum I read about once). With 


the aid of powerful electric shock I managed 
not to fall asleep and got to see hundreds of 
famous works of art by dead French people. 

The coffee shop was okay. 

When 1 want to tell if a piece of art is a 
forgery, I flip it over and check to see if it was 
made in Taiwan. Barring that, l cut off a hunk 
of it and send it parcel post to someone who 
cares. “Yes Mr. Larson, that half of the Mona 
Usa you sent me was indeed authentic../' 

Common misconception number two: 
Spies are not always dashingly handsome or 
stunningly beautiful Being a spy, Ive had the 
opportunity to meet several people in my 
own line of work, and to set the record 
straight, let me say that there are some real 
woofers out there. Fat spies are seldom 
encountered, however* as their expanded sur¬ 
face area makes a great bullet attractor. In 
fact* some of your old hands in the business 
are so thin that they can lose enemy pursuit 
simply by turning sideways, thus rendering 
themselves invisible. The leading cause of 
death among NAT.Q, department heads is 
falling through street grates. Fat female spies 
normally carry large caliber handguns* so I 
won't comment further on that. 

Common misconception number three: 
Spies are seldom fluent in more than twelve 
languages. The State Department spends 
more on Bantam House Foreign Phrase 
Books than the combined economies of the 
entire free world. This is a highly classified 
matter, however* because congress doesn't 
want anyone to know why we can t agree on 
a balanced budget. To combat this inconsis¬ 
tency* the director of the CXA. has had these 
items listed in the budget as 
“$780,000*000...for snacks/' 

Incidentally* with 780 million bucks worth 
of* say* pork rinds* the U.S. army could com¬ 
pletely bury the entire Middle East to a depth 
of nine feet. In my opinion this is a much 
more worthwhile investment than using the 
same amount of money to purchase a toilet 
seat. By the end of next year the Defense 
Department should have completed plans for 
the new B-21 stealth backhoe to deliver our 
pork rinds to their targets. 

Common misconception number four: 
The big one. Spies are never awarded 
obscure, lifesaving gadgetry from the 'Q' 
department. If we want that stuff, we have to 
go down to the Sharper Image—and it all 
comes out of our own pockets. Even then* it's 
hard to instill fear in the perpetrator of a vast 
international conspiracy by waving your 
Secret -Executive-Brief - C ase- B il I iard-Table in 
his face. 

Fact: Every good spy has his own fax 

machine (Thank you* honey.) 

More classified stuff next time. □ 




“A real gem of a game. One of 

the best systems Vve ever seen .. >J 

Dragon Magazine 

Legend Quest is the fast-paced, 
role-playing game where characters 
are your creation, and their fate is 
in your hands. Characters are point- 
based with no classes or restric¬ 
tions, allowing your imagination to 
run wild. One percentile system 
handles combat, magic, and men- 
talism, giving you more time for 
role-playing without loading you 
down with charts and rules. With 
only one rulebook, LQ is easy to 
learn, and contains the most dynam¬ 
ic rules ever created. 

Ask for us at your favorite game 
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T^e Whispering Vault 

Global is releasing a line of 
horror figures for the role playing 
game by Pariah Press. These 
will be available late Jan. 1995. 



Legions of Steel™ Is a fast paced 
miniatures combat game. 

Save humanity from a siege of nightmarish machines. 
Play an elite group of commandos in powered armour on 
their mission to destroy the base of their enemy. 
Meanwhile, your opponent manoeuvres his pack of 
mechanical minions commanded by ten feet of metallic 
horror: the dreaded Mark I Assault Fiend. 
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T his is the first part of a four part 
series that will outline the history of 
the fantasy roie-playing game hobby. 
In this brief history, 1 hope to cover the 
major milestones in the hobby, as well as 
provide some context for understanding 
how it developed. While it would be nice to 
write a comprehensive history, that would 
take up a great deal of room. Therefore, 
my primary focus is on role-playing games, 
specifically. I will mention other sorts of 
gaming and related sub-cultures, but only 
insofar as they relate to the FRP hobby 
itself. My purpose in writing this history is 
twofold: to illustrate the trends and influ¬ 
ences that have helped shape the hobby, 
and secondly to provide some sense of how 
it all developed for those who have only 
recently been introduced to FRP, Let's 
begin with the historical antecedents of role- 
playing . 

Wargames — strategy games — have 
existed for hundreds of years, going back to 
chess, fox and hounds, and other highly 
abstract forms of strategy game. But we 
tend to think of role-playing as being a rela¬ 
tively recent phenomenon; 1974 is often 
mentioned as the starting date for the 
hobby, with the publication of Dungeons 
& Dragons 9 . Does that make sense? No, 
not realty. 

The first strategy game that attempted to 
realistically model conflict was the 
Kriegspiel, developed by a Prussian staff 
officer, von Reisswitz, in 1824. His game 
was developed from an earlier one used in 
the Napoleonic era, and quickly became a 
staple of training Prussian officers. In it, 
topographical maps and metal markers 
were used to represent terrain and troops, 
and dice were used to resolve combat. The 
practice of wargaming quickly spread to 
other countries 7 militaries, and officers 
learned how to direct their commands using 


these somewhat abstract models of conflict 
resolution. 

Historical Background of the 
Hobby 

The military interest in miniatures gam¬ 
ing eventually developed into a hobbyist 
interest, as well. Shortly after the turn of the 
century, H. G, Wells wrote a slim set of 
miniatures rules called Little Wars, pub¬ 
lished in 1913. It set out parameters for 
engaging in battles and resolving combat, 
using the miniatures available at the time, 
including “flats” as well as more three- 
dimensional figurines. While not nearly as 
successful as his science fiction, Little Wars 
was the catalyst for the development and 
growth of the miniatures gaming hobby, in 
Britain and later in the United States, dur¬ 
ing the first decades of the 20th Century, 

In the 1930s, more developments took 
place. Fletcher Pratt, a Civil War historian 
and fantasy author, developed a set of rules 
for naval engagements, known by the 
unimaginative title Fletcher Pratt's Naval 
Wargame (Pratt himself may have a differ¬ 
ent name for it, but the name given is how 
it is known today). Covering everything 
from effects of long-range gunfire to track¬ 
ing torpedoes once launched, it became a 
staple part of the wargames hobby. Pratt 
was respected for his historical writing, and 
for his fantasy authorship, an interesting 
combination for that time. With L. Sprague 
de Camp, he wrote about the adventures of 
Harold Shea, a psychologist-turned-wizard 
in a variety of mythological and fantastic 
settings. These were later assembled into 
The Compieat Enchanter. Pratt also 
wrote two of the best fantasy novels of that 
period, The B/ue Star (1952) and The 
Well of the Unicorn (1948% Pratt’s circle 
of friends included other science fiction 
authors and fans, including Isaac Asimov, 


then a student at Columbia. This connec¬ 
tion between science fiction & fantasy and 
the games hobby would continue all the 
way to the present day. 

In Great Britain, a professor who taught 
Old English, Saxon, and Old Norse com¬ 
pleted a children s book published in 1938, 
called The Hobbit , or There and Back 
Again. John Ronald Reuel Tolkien was a 
member of the Inklings, a literary dub 
which also included C. S, Lewis, and 
Tolkien moved onwards after this to write 
what became known as the Lord of the 
Rings, eventually completing it in the late 
50s. Published in hardcover in 1954, the 
Lord of the Rings saw only modest critical 
interest, at least initially. But the elements 
to be found in it, including the conflict 
between good and evil in a fantastic world 
populated by elves, dwarves, hobbits, ores, 
men, and others were to become an inte¬ 
gral part of fantasy role-playing gaming. 

World War I! had a profound effect on 
all sectors of American society: the pulp 
magazines of the 20s and 30s were virtually 
shut down due to paper shortages, and 
many later game designers found them¬ 
selves in real combat. So it was not until the 
50s, when Charles Roberts founded The 
Avalon-Hill Games Company;, that there 
was a resurgence of interest in strategy 
games as a hobby. The games produced by 
Auafon-Hrd, including Tactics II and Get¬ 
tysburg, and some design elements pio¬ 
neered by the company, including the Com¬ 
bat Results Table and the hexagonal grid 
system used on gameboard maps, would 
later affect the design of role-playing 
games. Some of these elements were signif¬ 
icantly refined, and new ones added, by 
Simu/ation Publications, lne, t or SPL 
Both companies produced magazines to go 
along with their game offerings, The Gen- 
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era! from /Wa/on-HiJI, and Strategy & 
Tactics from SPI. 

Setting the Stage in the 1960$ 

By the 60s, then, there was a well-devel¬ 
oped miniatures hobby and a growing strat¬ 
egy game hobby. Both were very small in 
numbers and scale, but there were enough 
enthusiasts to have dubs in most major 
American cities, and a few conventions to 
help connect game players of all sorts. Par¬ 
allel to this was the emergence of the sci¬ 
ence fiction genre in publishing, marked by 
the paperback publication of the Lord of 
the Ring in 1965. By a curious twist, the 
first paperback edition was not authorized 
by Prof, Tolkien or his publisher, which led 
to the publication of an authorized edition a 
year later. Immensely successful, the paper¬ 
back edition went through several printings 
in short order, and alerted publishers to the 
popularity of science fiction and fantasy. 
Various “sword and sorcery" novels soon 
appeared, including works by Robert E, 
Howard about his barbarian hero, Conan 
of Cimmeria , as well as stories by authors 
such as Fritz Leiber and Poul Anderson, 
and many others. 

The influence of science fiction was not 
confined solely to the literature itself* Sci¬ 
ence fiction conventions and fandom also 
had their effect. In many cases, wargamers 
were also science fiction fans, reading sci¬ 
ence fiction and fantasy, and some were 
instrumental in the formation of the Society 
for Creative Amchronism (SCA), a group 
dedicated to the recreation of the Middle 
Ages as they should have been. The SCA 
was founded in 1966, as a result of a party 
hosted by Diana Paxson in Berkeley, CA. In 
addition to Poul Anderson, Steve Perrin 
and Steve Henderson were a part of the 
very earliest days of the SCA and the West 
Kingdom. Perrin and Henderson were later 
involved in the development of Runequest 
from Chaosium, Inc. 

By the end of the 60s, there were a con¬ 
siderable number of strategy game clubs 
around the country, with connections in 
some cases to science fiction fandom, oth¬ 
ers to the SCA, still others to the military, 
and yet others to historical recreation. His¬ 
torical recreation had also blossomed, due 
in part to the interest around the centennial 
of the battle of Gettysburg. In general, these 
clubs and groups were made up of men, 
between the ages of 20 and 50, often with 
a higher than average number of military 
personnel, active, in the reserves, or retired. 


In Lake Geneva, Wisconsin, a group of 
gamers known as the Lake Geneua Tacti¬ 
cal Studies Association had its home* 
Among its members were E. Gary Gygax, 
Donald Kaye, Brian Blume, Rob & Terry 
Kuntz, and others. Lake Geneva was the 
site of GenCon, which originated in 1968 
as a small midwestem convention with con¬ 
nections to the International Federation of 
Wargaming {IFW) t of which Gary Gygax 
was an active member and founder of the 
Castle & Crusade Society (a sub-group of 
the IFW} The LGTSA was active in the 

play-testing of a set of medieval miniatures 
nJes called Chainmail, written by Jeff Per¬ 
rin and Gary Gygax, Chainmail was initial¬ 
ly published by a very small company, 
Guidon Games , which operated mostly on 
a shoestring, like most of the other small 
wargames companies of the time* What 
needs to noted was that ChainmaJ], after 
its first edition, included a fantasy supple¬ 
ment which laid out rules for elves and 
heroes, and dwarves, and wizards. These 
were interpreted as being essentially fantas¬ 
tic additions, functions somewhat like com¬ 
mand figures and somewhat like mobile 
field artillery or shock units. 

In Minneapolis/St* Paul, Minnesota, 
another group of gamers existed, called the 
Midwest Mf/itary Simulation Association. 
Its members included David L. Ameson, 
Dave Wesley, Ken Fletcher, Dave Megany, 
John and Richard Snider, and others. Dave 
Ameson had written a set of Napoleonic 
ship combat rules, Don't Give Up The 
Ship! also published by Guidon Games in 
1971, which helped establish his relation¬ 
ship with Gary Gygax. It was this relation¬ 
ship that brought about the creation of fan¬ 
tasy role-playing as we know it today* 

Of Brownsteins and Midgard, 
Diplomacy and the War of 
Empires 

A question often asked about role-play¬ 
ing games is, "Was there anything before 
Dungeons & Dragons?" And the answer 
is, "Of course," The primary difference 
between D&D and its predecessors was 
that D&D was that it was intended as a 
role-playing game, with an emphasis on 
individual character development. Prior 
games had role-playing elements, but 
always within the context of a larger tactical 
or strategic simulation. Even so, it is hard to 
imagine games that do not have some ele¬ 
ment of role-playing to them. As Steve 
Jackson has pointed out, “Monopoly is 
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pure role-playing. It lets you do on the 
game board all the heartless things you'll 
probably never do in real life* That's why 
it's fun." 

The realization that almost any game 
can have a role-playing element to it was 
independently reached in several places and 
at several times* In Britain and later in 
America, there were grand strategy cam¬ 
paigns based on a loosely developed 
medieval/fantasy setting, called Midgard. 
And Diplomacy games almost always had 

some role-playing involved, especially as 
there were (and still are) Diplomacy ‘zines 
that serve the play-by-maii part of the 
hobby. And there were yet other campaign 
games with role-playing elements, notably 
War of the Empires and Starweb, both 
play-by-mail games with science fiction set¬ 
tings. Most of these campaign games were 
started in the '60s and early 70s, and some 
survive to this day, albeit somewhat 
changed. 

It was, however, in the context of minia¬ 
tures gaming that role-playing was further 
developed. Dave Wesley, one of the active 
members of the MMSA, refereed a number 
of battles informally referred to as “Brown- 
steins" due to the fictional setting of a town 
somewhere in early 19th Century Ger¬ 
many. Previous games also had role-playing 
elements, primarily with players having per¬ 
sonal missions for the commanding officers 
of the units involved in the battle. Almost all 
of the participants recalled having an 
incredibly good time playing various roles 
within the context of the miniatures games, 
and this was part and parcel of what led to 
D&D 

Some of these experiences were shared 
with other gamers through club newsletters 
and gatherings, particularly game conven¬ 
tions. GenCon was one such, CITEX was 
another, and the number of smaller gather¬ 
ings far too many to detail. Through Gen- 
Con, gamers from around the Midwest 
gathered to play miniatures and board 
wargames. The stage was set for the collab¬ 
oration that led to Dungeons & Dragons. 

It is at this point that the record becomes 
somewhat murky. Partly because people 
didn't recognize at the time the significance 
of what they were doing (how could they?), 
partly due to conflicts between authors that 
emerged later, and finally because of the 
messy nature of the creative process. In any 
case, Ameson notes that: 

*\J had spent the previous day watching 
about five monster movies on Creature Fea¬ 


ture weekend (Ch.5), reading a Conan book 
(I cannot recall which one but I always 
thought they were much the same), and 
stuffing myself with popcorn, doodling on a 
piece of graph paper. I was also quite tired 
of my Nappy [Napoleonic] campaign with 
all its rigid rules, etc., and was perhaps 
rebelling against it, too (in fact I'm sure I 
was!)." 

Ameson then set out to develop a new 
campaign, in which players could either 
take on the role of heroes and wizards delv¬ 
ing into the depths of Biackmoor Castle, or 
the monstrous denizens that lurked there. 
Using the Chalnmail rules {including the 
fantasy supplement) for combat, and adding 
his own creative twists, including rewards 
for the players' characters for gaining trea¬ 
sure and killing monsters, Ameson's Black- 
moor campaign was very popular with the 
MMSA gamers in the Twin Cities. 

By late 72 or early 73, word about 
what was going on in St. Paul reached Lake 
Geneva. Taking advantage of his existing 
iiobby and business relationship with Ame¬ 
son, Gary Gygax invited him down to Lake 
Geneva to give the players there a taste of 
Biackmoor Castle and its depths. Shortly 
afterwards, Gygax and Ameson began a 
correspondence which involved re-working 
Ameson *s original rules, going from a 
dozen or so pages to well over 100. At 
roughly the same time, Donald Kaye and 
Gary Gygax deckled to form a new compa¬ 
ny, called Tactical Studies Rules. One 
intended role for the new company was to 
acquire the titles of the Guidon Games line, 
and it seemed only logical for it to also pro¬ 
duce the game that Ameson and Gygax 
had been developing. 

It is at this point that some disagreement 
emerged between Gygax and Arneson. 
Gygax felt that the new rules were really 
his, and that the creative work done by 
Ameson was minor in comparison. Ame¬ 
son, however, felt that it was more a collab¬ 
orative effort — something that later had to 
be resolved by legal means, and in Ame- 
son's favor. But at the time — the summer 
of 1973 — the fact that TSR was a compa¬ 
ny jointly controlled by Gygax resulted in 
the game going to the press when Gygax 
felt it was ready. 

Dungeons & Dragons? What’s 

So it was near the end of 1973, that 

Dungeons & Dragons was published by 
Toctfca/ Studies Rules (TSR). It appeared 


initially in a 5" x 9" cardboard box with a 
woodgrain wrap and a white cover Inside 
were three booklets: Vol. 1 Men and 


Magic; Vol. D Monsters and Treasure; 
and Vol. IB Underground and Wilder¬ 
ness Adventures. Later editions would 
include reference charts and have a com¬ 


pletely white box cover, but the first print¬ 
ing was small in scale. Sales, albeit slow in 
the very beginning, picked up quickly, tak¬ 
ing TSR by surprise. 


Gamers involved in their local clubs 
would report showing up to a meeting all 
set to play another battle in their current 
miniatures campaign, only to find people 
puzzling over three tan booklets, graph 
paper, and oddly-shaped dice. It was, in a 
word, strange. Yet these same gamers 
would get hooked on D&D quickly, resort¬ 
ing in some cases to copying the rules by 
xerox, because demand had completely 
stripped initial supply. 

John M. Ford recalled that, to the 
gamers he knew in Indiana, the summer of 
1974 was “the summer of love" — cam¬ 
paigns sprouted quickly, and in many cases, 
took over a major portion of the lives of the 
people playing in them. Lee Gold noted 
that referees made changes as they saw fit: 
“When the Hannifens [friends of hers] next 
came down to Los Angeles, I invited them 
to play...but warned them that I had on my 
own authority as Dungeon Master made 
some changes to the Rules/ 

The combination of rules scarcity and 
individual creativity resulted in many cam¬ 
paigns being very different from what Ame¬ 
son and Gygax may have intended. Some 
players, such as Steve Marsh, got into con¬ 
tact with Gygax and the TSR staff, and 
endeavored to get clarifications. To the 
extent they were able, Gygax and Ameson 
offered their opinions. Ultimately, however, 
games and campaigns developed that were 
as idiosyncratic as the players and referees 
themselves. A brisk business was done on 
convention panels trying to resolve this or 
that aspect of the rules, but the cat was out 
of the bag. Had TSR had the position of 
respectability of Wargames Research 
Group in Great Britain, it might have been 
able to issue definitive rulings about How to 
Play. But this was not to be, at least initially, 
and it seems from articles and opinions 
printed at the time that this question vexed 
Gygax severely. He would attempt to revisit 
it later, with the development of Advanced 
Dungeons & Dragons (AD&D). 
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By the end of 1974, play of D&D had 
spread around the country, taking hold par¬ 
ticularly in Boston, New York, San Francis¬ 
co, and Los Angeles. Other pockets were to 
be found in the Midwest and in Texas. And 
many of the people whose names would 
later appear on games as designers in their 
own right began playing at this time; Greg 
Costikyan, Ed Simbiist, Marc Miller, John 
M. Ford, Steve Perrin, and many, many 
others all began playing, some of them 
forced into becoming referees because 
nobody else was interested in puzzling out 
the rules. 

In Lake Geneva, however, it became 
clear that TSR had a hit on its hands. With¬ 
in quick succession, there was a first print¬ 
ing, then a second, then a third, each in 
increasing numbers. And plans began to 
emerge for other games shortly thereafter. 
Among them included Warriors of Mars, 
a game set in the world of Barsoom and 
Star Probe, a more science fiction orient¬ 
ed campaign game. TSR also continued to 
pursue the publication of various historical 
miniatures rules sets, such as Tricolor and 
Cavaliers and Roundheads. And while 
some of these games had modest success, 
none of them held the same degree of 
attraction as D&D in the minds of gamers. 

And along with the development of new 
rules sets came the development of a regu¬ 
lar publication to inform players about 
TSR’s games and game development, The 
Strategic Review. The first issue was pro¬ 
duced in Spring 1975, and included such 
articles as a new monster for D&D, the 
Mind Flayer, some modifications for Tac¬ 
tics, TSR's WWI! miniatures game, and an 
article on random dungeon generation for 
solo expeditions. Originally planned as a 
quarterly, by the fifth issue it had gone to bi¬ 
monthly, and plans were underway for a 
completely new magazine. The second 
issue of The Strategic Review is notable 
for the announcement of the death of Don¬ 
ald Kaye, who had passed away a c the 
result of injuries sustained in an auto acci¬ 
dent. This left Gary Gygax as the surviving 
founder of TSR — at the very time TSR 
was entering into a fantastic period of 
growth. The second issue also saw the 
announcement of a new game, War of 
Wizards, which was the creation of Prof. 
MAR Barker, set in the world of Tekumel, 
War of Wizards was ostensibly a board 
game that simulated the magical duels 
fought in the Hirilakte arenas of the Five 
Empires, but it was the precursor to a much 


more complete set of role-playing rules set 
in the same world, called Empire of the 
Petal Throne. 

In subsequent issues of The Strategic 
Review further additions were made to the 
rules, with explanations of existing rules to 
aid in the play of the game. Along with the 
further expansion of the D&D rules came 
another, somewhat more disquieting editori¬ 
al trend. Some of the conflicts between TSf? 
and other game manufacturers began to 
surface, initially in exchanges about the fair¬ 
ness of reviews of D&D, and later about 
whether GenCon or Origins was the 
"national 1 ' gaming convention. There were 
elements of truth on all sides of the debates. 
True, Aua/on-Hi// and SPJ did have a ten¬ 
dency to act as if they were the only compa¬ 
nies that mattered. However, it could also 
be said that Gary Gygax's responses were 
somewhat hot-headed, and reflected his 
understandable belief that his work was fine 
exactly as it was, be it a set of rules or a 
gaming convention. 

Besides The Strategic Review, work 
was proceeding apace on two different sup¬ 
plements for D&D, both intended to clarify 
the rules for players and referees. The first, 
Grey hawk, was named for Gygax's own 
D&D campaign, in which many of the rules 
and modifications had been play-tested. 
Grey hawk was notable for introducing new 
character classes, including the Thief and 
the Paladin, as well as significantly expand¬ 
ing the list of monsters and magical items. 
But the campaign section itself was lamenta¬ 
bly short, which did not help players unfa¬ 
miliar with the practices in the original cam¬ 
paign design successful campaign settings 
on their own. The second, named Black- 
moor for the campaign run by Dave Ame- 
son, introduced more character classes, but 
took campaign development a step further 
by providing a small section of the Black- 
moor campaign as an example to follow 
and ieam from. Greyhawk was released in 
the Spring of 1975, and Blackmoor soon 
followed in the Fall. 

By the middle of 1975, then, TSR had 
managed to produce several different sets of 
game rules, D&D being pre-eminent. 
Among them were Boot Hill, a miniatures- 
based role-playing game for Wild West 
adventures, and Metamorphosis Alpha, a 
science fiction game set on a slower-than- 
light generation starship damaged after 
passing through intense radiation. Meta¬ 
morphosis Alpha was the creation of 
James Ward, and can be considered the first 
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science fiction role-playing game, given its 
content* Finally, TSR's sponsorship of Gen- 
Con resulted in real growth in the conven¬ 
tion; GenCon VIII , held in 1075 in Horti¬ 
cultural Hall in Lake Geneva, attracted 
1,500 people, which was certainly as many 
as could be found at Origins /, held that 
same year in Baltimore* What was happen¬ 
ing elsewhere? 

Rumblings from Dragon Pass, 
Tckumel and Other Places 

in Illinois, a number of students and staff 
originally involved with the S/M/iAD pro¬ 
gram of Illinois State University got together 
and formed the core of Game Designers' 
Workshop. Among them were Frank Chad¬ 
wick, Darryl Hany, John Harshman, and 
Loren Wiseman; a straggler to the fold was 
Marc Miller. Their first role-playing project 
was En Garde!, a small booklet "being in 
the main a game of the life and times of a 
gentleman adventurer and his several com¬ 
panions." Set in an unspecified 17th Centu¬ 
ry country {but most likely France), En 
Garde! reflected the historical hoardgame 
grounding of its designers, who were also 
hard at work on a number of well-received 
strategy games, including Drang Nach 
Os ten and Triplanetary. 

In Minneapolis, an entirely different sort 
of game was being developed* Professor 
MAR Barker, at the University of Minneso¬ 
ta, was the originator of an entire world — 
Tekumel — that became the setting for a 
role-playing game called Empire of the 
Petal Throne* Prof* Barker was a member 
of a department at the University concerned 
with South and Southeast Asian Studies, 
and he was intensely interested in languages 
and anthropology* A convert to Islam while 
studying abroad, he had already established 
a distinguished academic record working on 
Klamath, Urdu, Baluchi, and many other 
languages. Elements from ancient Egypt, 
Mayan and Central American civilizations, 
as well as from India and Arabia, were the 
influences on his creative efforts* He had 
begun working on Tekumel as a world 
when he was a child, and later developed it 
further as a student. While in college, he 
became a member of the Nameless Ones, a 
Seattle science fiction fan group, and had a 
few stories published in sf fanzines, but his 
interests led him elsewhere and away from 
fandom. In a very real sense, significant 
para els exist between the creative work of 
JRR Tolkien and MAR Barker. Both had a 


passion for linguistics, both were influenced 

by ancient and medieval history and culture, 

and both pursued their world-building quiet¬ 
ly as a somewhat solitary affair, sharing 
with others only portions of their work. 

There had been elements of game play¬ 
ing, particularly miniatures, present in 
Tekumel from the beginning, but a specific 
role-playing game was not developed until 
after Prof* Barker saw D&D* He found the 
background setting for D&D to be too 
vague and certainly internally contradictory, 
something which spurred his interest in 
designing a game to match his years of 
wo rid-building* The resulting rules were 
directly influenced by D&D, but were clear¬ 
ly designed to place characters in the con¬ 
text of the world of Tekumel* And what a 
world it was! After having been settled and 
terra-formed by humans and other races, 
Tekumel was spun into a “pocket dimen¬ 
sion" and went through tens of thousands 
of years of retrograde development. At the 
start of the game* the characters find them¬ 
selves in a land with a pantheon of 20 
gods, where the Seal Emperor sits behind a 
jade screen and wields absolute power 
through a powerful military, an entrenched 
bureaucracy and a tradition-valuing social 
structure. The rules came not only with 
background and history, but also the basic 
elements of the language spoken in one of 
the Five Empires, Tsolyanu* Needless to 
say, the incredible richness of the back¬ 
ground tended to overwhelm players and 
the referee, but there was no doubting the 
result. 

And in California, a group of gamers 
including Steve Perrin, Steve Henderson 
and Greg Stafford had been working on a 
wide range of D&D variants, as well as 
some particular creative projects of their 
own. Primary amongst the latter was a 
strategy game set on a world of fantastic 
elements, likened to that of the Iliad and the 
Odyssey — White Bear and Red Moon. 
The world of Dragon Pass would in time 
become the setting of the most prominent 
challenger to D&D in the mid 70s, 
RuneQuest. 

Entering the Second Year 

By 1976, then, there were several role- 
playing games out on the market, with sew 
eral more in the works. Clubzines and 
fanzines had grown up around the hobby, 
and it was clear that role-playing was here 
to stay. The dispute between TSR and 


Aua/on-Hi// & SPI about convention prima¬ 
cy continued, which may have had some¬ 
thing to do with the introduction of so- 
called tournament play of D&D at GenCon 
VIU and IX. The original tournament 
designs emphasized individual role-playing, 
but that slowly changed to a more team- 
based approach. Even so, the hallmark of 
the period was that the entire hobby was 
really uncharted territory. Past miniatures 
and strategy games could only go so far to 
point out ways to take role-playing; it was 
up to the players, referees and designers to 
decide what was the best way to do things. 

In June 1976, TSR began publication of 
an entirely different magazine* The Drag¬ 
on. Over time, The Strategic Review 
had gone from a six page newsletter to a 
saddle-stiched magazine on glossy stock, 
but the structure of the ‘zine had not fol¬ 
lowed suit, it was decided then that a new 
magazine was needed to be a voice in the 
burgeoning FRP market. Thus The Drag¬ 
on was bom* The first issue was 30 pages 
in length, with a full-color cover, and includ¬ 
ed such items as a new set of fantasy minia¬ 
tures rules, new monsters, and a brief article 
by Fritz Leiber, who would later be the spe¬ 
cial guest at GenCon JX* 

With the publication of the first issue of 
The Dragon, it was dear that fantasy role- 
playing had gone from being a modest odd¬ 
ity of the miniatures market, to something 
quite new and different. There was no 
doubt that role-playing would continue to 
grow as a hobby, and in so doing lead to a 
shift in the economic balance of power in 
the industry. That issue, along with several 
others, will be addressed in Part II: A 
Shock to the System — Role Playing 
from 1976 to 1983. 

Wcfor Raymond is a long-time gamer, 
ivho grew up in Minneapolis-St Paul * 31 
years old r he works as a community orga¬ 
nizer around progressive issues , and has 
a/so been octive in the science fiction fan 
community . He is fond of playing 

GURPS, Castle Falkenstein r and 
Tekumel □ 
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The Necrology of the Vampire 


By Spike Y. Jones © 1994 • Illustrated by Stacey Drum © 1994 


A s they slotuJy crept through the 
back-alleys of the sprawling city, 
Thoren Silvermist silently ran 
through the list of special precautions 
taken against their prey . 

Those carrying holy symbols dis¬ 
played them prominently on their 
breasts, and those who didn't at least 
had polished mirrors hanging on thongs 
from their necks. Everyone wore their 
strongest armour, even the monk , 
Izmishka and Malshazzit the Mage wear¬ 
ing thick leather neck-guards , so that no 
monster would find it easy to pierce 
their skins. And everyone carried a mal¬ 
let and wooden stake, in case if came to 
that. Every care had been taken to 
ensure the party's safety and success. 

Until two cadaverously pale arms 
reached from an unnoticed gap between 
buildings, clasping kmlshka briefly on 
his robe-shrouded shoulders, and a shrill 
voice cried out “ Tag, you're it”. The 
monk crumpled into the muck, Thoren 
Silvermist , swashbuckler supreme, 
turned to the Dungeon Master and 
yelled “That’s not how it worked in the 
books/” 

“Or in the mouies, " added the lifeless 
monk at his feet . 

Details may vary from source to 
source, one saying that they fear garlic, 
another claiming rosebushes. One will 
assert that they can fly, another will aver 
that they can fly only when in the form of 
a bat, while a third alleges that they mere¬ 
ly melt into mist and drift on the breeze. 
But on one point the sources (except the 
AD&D™ ratebooks) are agreed, the only 
thing which they all have in common, and 
which makes them the “most dreaded” of 
all undead, is that vampires “live" to drain 

the life-blood of their victims. 

Most other undead despatch their prey 
in more direct ways, usually by draining 
life-energy levels instead of blood. The 
vampire, unfortunately, is too weakly 
linked to the Negative Material Plane to 


follow this modus operandi. Like ghouls 
which are condemned to eat the flesh of 
rotting corpses for all time, vampires are 
forced to feed on the living in order to 
maintain their own existence. 

“The vampire we’re hunting was 
sighted attacking a tinker last month 
less than a mile from here / Thoren 
reminded Izmishka and the rest for a 
third time t “He’s in his mid-thirties, has 
his hair short and slicked back, and 
dresses with a sartorial flair on par with 
my own debonair self 

"That's not what that barmaid called 
your clothing last night,” chuckled 
Adanadhe! Woodstar in the front ranks. 

“Alms for the poor?” called a piteous 
voice from the gutters. 

“I wish the Prince would do some¬ 
thing about these wretches hissed 
Shade Brovin. 

“Yes, but the old gaffer sure had a 
taste for fine clothing before he became 
a mendicantThoren opined as the 
party passed the beggar, “I wouldn’t 
have been ashamed to wear some of 
that stuff myself if it was in better con¬ 
dition.” 

And two cadaverously pale, lace and 
brocade-clad arms reached from behind 
towards femishfca... 

The appearance of a vampire is as var¬ 
ied as the appearance of the living. They 
can be tall or short, coming as they do 
from any human or demi-human race, 
even passing for living beings under the 
right conditions. But to those who study 
vampires, certain differences can be used 
to discern the quick from the dead such as 
a pallor to a vampire’s skin (which disap¬ 
pears temporarily when replaced by a rosy 
flush after a feeding), unnaturally white 
and perfect teeth (including new-grown 
replacements for any teeth lost during the 
vampire's mortal life), and a deceptively 
youthful and healthy countenance. 

This “ageless vitality" is not a constant 
thing, but is a mirror of their feeding 


habits. For every day a vampire goes with¬ 
out fresh blood it will appear to age as 
much as five years towards antiquity. As it 
grows “older" it also grows weaker, losing 
one hit die for each apparent age class 
(for the race it was when alive) above the 
level of mature (one-third Base Max age) 
that it normally passes for. 

Thus, a vampire who had once been 
an elf would normally appear to be 115 
years old, but for every day without feed¬ 
ing, it would appear to age 5 years (the 
fastest rate), so that 12 days bloodless 
would make it appear Middle Aged (at 
175 years), at which point it would lose 
one hit die to become 7+3 HD. 

“Look!” cried Woodstar , directing 
their attention to a figure darting 
through a nearby alley, “Isn’t that the 
same old geezer who tried to waylay 
Izmishka?” 

" Nab, it couldn't be” asserted Mals- 
hazzit the Mage, “He was at least a hun¬ 
dred years old and could hardly shu//fe 
about, let alone run like that guy there.” 

"Yeah,” Shade Brauln added, "he 
may dress like Thoren , but one fop 
looks just like the next in a crowd.” 

When a blood-starved vampire finally 
does feed, it rapidly regains its “youth". 
Even if only a few ounces of blood cross 
its lips, the vampire will immediately shed 
years at the rate of one year per minute, 
so that an ex-human vampire who took 
months (at a rate of one year per day) to 
reach an age above the maximum age of 
90 years (venerable) would return to its 
mature age of 30 years in 60 minutes plus 
one minute per year above 90, regaining 
the three hit dice it lost as it crosses each 
age boundary. 

This rapid return of strength to the 
vampire also provides part of the explana¬ 
tion for the belief that they regenerate 
wounds given them in combat. In actual 
fact, when wounded they bleed for only a 
few moments before the wounds seal 
themselves, as the vampire’s body can ill- 
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Necrology of the Vampire 


afford to lose its hard-gained blood. This 
makes it appear that the wounds have 
fully healed, but the vampire has still suf¬ 
fered a loss of hit points as a result. As 
they are not living creatures and cannot 
regain lost points by resting, nor can they 
draw on the energy of the Negative Mater¬ 
ial Plane to heal, vampires regain lost hit 
points in the act of feeding. 

For every hit point of blood drained 
from a victim, one hit point of damage 
previously done to the vampire is restored. 
In fact, if badly wounded, vampires will 
often attempt to escape and restore them¬ 
selves by attacking other, less hostile, vic¬ 
tims. 

“Thoren? Can / take off this collar? 
Vm not used to wearing one of these 
things and it’s really itching: And I think 
the garlic necklace has gone rancid.* 

"No, /zmishka. ft's your best protec¬ 
tion against a vampire. He 7/ have to 
bite through the stock to get to the 
arteries in your neck and even if the 
vampire can pierce the leather , he won’t 
want to with that garlic on it." 

This drawing of blood is always accom¬ 
plished in one, gruesome, way; by impal¬ 
ing a victim with the vampire's fang-like 
canine teeth to produce two holes in their 
flesh, followed by ravenously sucking on 
this wound. 

The exact location of this wound is not 
important to the vampire, but the neck is 
a common target because it is often left 
poorly protected by armour, because of 
the plentitude of blood vessels in that 
area, and because the vampire needn't 
bend over or assume an awkward posture 
to attack the neck. 

A successful bite (made at +4 to hit as 
an attack on a prone victim if the victim is 
charmed, at -4 to hit if the victim is still 
struggling) does only a single point of 
damage because of the almost needle 
sharpness of the teeth, but each round fol¬ 
lowing the initial attack, if the vampire 
maintains its grip (by rolling a successful to 
hit roll again), it can drain blood equal to 
three hit points from the victim. 

From beneath the stone archway a 
mysterious figure emerged, adjusting his 
robes to cover a strange bruise on his 
shoulder that he'd not noticed before. 

“Izmishka, where have you been? We 
sent you into that courtyard to search for 
the vampire almost half an hour ago?” 

22 —--— 


“Vampire?* the monk responded with 
a dazed expression on his pale face , 
“What vampire?” 

While a vampire could use this attack 
form during melee, it is unlikely to, prefer¬ 
ring to rely on its phenomenal strength 
and other combat capabilities. 

Blood draining is usually performed on 
helpless victims (often of the vampire's 
birth race, but not exclusively so) as this 
allows the vampire to feast uninterrupted. 
To ensure the docility of its victims, the 
vampire uses its special charming ability. 

While a single look at the vampire's 
eyes can cause the victim to be charmed, 
a vampire concentrating on the effect can 
hypnotize a victim into immobility if the 
victim fails another save vs. spell after the 
initial charming. 

If this second saving throw is failed by 
more than five, the victim will even forget 
the entire incident afterwards, denying any 
evidence shown to him or her, including 
bite marks left on their body. 

Vampires will only rarely drain a victim 
completely of blood for three reasons: 
first, it reduces the number of "cattle” (for 
this is their view of the living) available to 
them; second, it increases the chance that 
they will be hunted down as mysteriously 
blood-drained bodies proliferate; and third, 
it increases the number of vampires in a 
region, all of them competing for the 
same food supply. 

If a vampire's victim is successfully hyp¬ 
notized into forgetting the attack, a vam¬ 
pire is quite likely to repeat its attack at 
intervals as it would judge the victim to be 
particularly susceptible to hypnotism. If 
these repeated assaults go on, the victim 
may begin to exhibit symptoms similar to 
those of the vampire itself. 

The victim might avoid direct sunlight 
or the sight of mirrors. He or she will 
refuse to eat garlic and will begin to take 
on the pallor of the undead. Dogs, horses 
and other animals sensitive to the scent of 
vampires will begin to take a disliking to 
the victim while he or she will slowly 
adopt a nocturnal lifestyle, sleeping only 
fitfully during the day and living for the 
onset of night. 

Even if a vampire ceases its attacks on 
such a victim, there is a chance that the vic¬ 
tim will succumb to other causes of death in 
such a weakened state, in which case, they 
would still rise to be reborn a vampire if the 
proper precautions are not taken. Thus, it is 


only a desperate vampire that will continue 
its attacks to this extreme. 

“Y'knouj/ Mafshazzit said, broaching 
the silence that hung over them all since 
Jzmishka’s /atest accident t Tue heard of 
some vampires that aren’t evil ; good 
vampires, that hunt other ones. Maybe 
we could get one of those guys to help 
us." 

“And where 1 d you hear that?” jeered 
Woodstar, "From the same guy that sold 
you the “guaranteed genuine n fireball 
scroll for lOgp?" 

While most fatal victims of undead 
attacks become undead themselves, auto¬ 
matically adopting the morality and 
“unlifestyle" of their slayer, this is not the 
case with the victims of vampires. Because 
of the vampires weak link to the Negative 
Plane, when newly-risen, vampires aren't 
rapaciously evil until they first drink the 
blood of a living creature. 

Upon rising a vampire is ravenously 
hungry for blood but a particularly strong- 
willed victim may be able to resist this urge 
for some time. Drinking the blood of non¬ 
humanoid animals being slaughtered for 
meat can temporarily stave off their 
hunger pangs, but eventually a vampire 
will either give in to the blood lust or slow¬ 
ly age into the dust of final death. 

a We f ve got *im cornered, * Shade said 
guret/y. “I blocked off all of the other 
exits and sealed the windows shut. The 
only way that monster'!/ get out of that 
house is through us. w 

“Okay, VII just take the time to cast a 
small spell to abjure us against his evil n 

“No time for that, Malshazzit , we 
must act now if we hope to surprise 
him. w 

And as the door crashed inward , the 
young man sitting at the table , appar¬ 
ently unarmed, turned to face them. 
“Hey you guys, get outta here!” 

“Not a chance, blood-sucker/ Shade 
said, advancing with his long blade 
drawn, 14 we’ve had more than enough of 
your stalking and setting traps for us. n 

“But J didn’t do that , it was the vam¬ 
pire . fm on/y the Game Master.” 

“Let me have the first crack at him/ 
/zmishka said , a strangely wicked smile 
on his face. □ 
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Illuminating the Enemy 


Editor's Note: Last issue we ran 
Brian Phillip’s Tuning Up Your Armies 
which allowed the GM to use a simple 
deck of playing cards to create unique 
NPC armies . That article was so welt 
received, we decided to offer Brian’s fol¬ 
low up article (co-authored by Kenneth 
Sanderson) t using the same principle , 
Enjoy! 

JRB 


I s this a familiar line in your fantasy 
campaigns? “Ok/ Now that you've 
tracked Qrgoron the Evil to his lair t 
it’s time to enter and slay the beast . w 
If it is, and you want more than that, 
then this is the Quick and Dirty table for 
you. Most adventures concern themselves 
with what happens within the evil lair, not 
what it takes to get there, and not how an 
evil, diabolical, and overall smart NPC 
would halt the advance of the vengeful 
players. 

Four possibilities are explored below; 

1. Followers and NPCs who carry out 
the desires of the antagonist (i.e., the evil 
NPC that the players are after), 

2, Different places and environments 
that the antagonist may locate his (or her) 
stronghold, 

3. Tactics that the antagonist may use 
to persuade the players that their interests 
would be better served elsewhere. 



has a very 
the 


Two * 


low 

Every place the players>nsit will be visited 
shortly by the spy, wil! quietly inquire 
as to the^nature of tb& : 'piayeitt^it The 
spy will note useful information such as 


4. Several nasty magic items not listed 
anywhere else for the antagonist's person¬ 
al use (the secret dies with him of course). 

Of course, the generation process is 
simplicity in itself. Merely draw a card 
from a standard 52 card playing deck, 
then reference the table below. For an 
increased challenge to veteran players, 
draw more than one card. Several cards 
will definitely provide a significant and 
entertaining 


Clubs: 


equipment purchases, and will usually 
report daily, keeping his master informed 
of the players’ activities. 

Four 4 Traitors: The players will meet 
one or more NPCs who will seem to be 
friendly, helpful, and even stout enough of 
heart to accompany them on their quest. 
Indeed, the new friend(s) will pin the play¬ 
ers only to betray them at a critical 
instant. Traitors will usually not turncoat to 
fight, but rather will duck fights. They 
might abet an attack when they have 
guard duty, steal a powerful magic item, 
or poison the camp's food, making every¬ 
one too weak to fight. 

Five ♦ Assassins: The art of assassina¬ 
tion is never to let a person even suspect 
that he is a target. Assassins will follow the 
movement of the most powerful player by 
quizzing the local townspeople, tavern 
workers, or other bystanders. When they 
gain a general plan of the character's 
usual activities, they arrange an ignoble 
end. Assassins will rarely jump out from 
nowhere to back stab a target, rather trust 
in cunning and subterfuge. Poison, drop¬ 
ping heavy things off roofs, and archery 
are all favorites of experienced assassins. 

Six 4 Revelers: Revelers will appear as a 
large group of drunks, perhaps too 
aggressive for their own good, but not 
dangerous. In truth they will be a group of 
warriors and sneaks gathered together for 
the sole purpose of kilting or maiming one 
of the players. They will usually engage 
only a single character in action (prefer¬ 
ably the weakest), and then only when 
help is too far away to come in time* 

Seven 4 Slanderers: Slanderers will 
meet and talk with the players at great 
length, perhaps even guiding them around 
the area, and will be extremely friendly. 
Then after a day or so, the slanderer will 
inform a local lord or other powerful per¬ 
son of the players' evil nature and terrible 
plans (invented, of course, by the infa¬ 
mous antagonist that the players are hunt¬ 
ing), which the slanderer alone “just hap¬ 
pened to hear." 

Eight 4 Rumors: Upon their arrival in 
the local village or town, the players wilt 
hear rumors greatly distorting the power 
of the antagonist. Several people will go 
out of their way to warn the players to 


abandon their quest. Local nobles may try 
desperate measures to prevent the players 
from angering the powerful antagonist. 

Nine 4 Thieves: Thieves will be dis¬ 
patched to steal the players’ most power¬ 
ful items. Obviously, they will strike at 
night, when the players are asleep. They 
routinely use items such as blow darts and 
sleep gas to render guards helpless. 
Thieves may also pickpocket players when 
they rove the streets. 

Ten 4 Informers: Informers will go out 
to the townspeople, nobles, or local wiz¬ 
ards, spreading tales of the diabolical play¬ 
ers. These tales will play up the fearsome 
and evil nature of the party. Informants 
will rarely back up what they say, always 
in a hurry to move on "before they get me 
too!" Instead, they will generally appeal to 
ignorance by name dropping and 
half-truths. 

Jack * Politicians: With the local nobles 
and leaders loyal to the antagonist, life will 
be rough for the players. Speeches and 
rallies will whip the local populace into a 
frenzy of murder and revenge. Every ill the 
community has suffered or imagined will 
be blamed on the players, and the people 
will stage murderous hunts through the 
area looking for the players. 

Queen 4 Bards: Bards will carry the tale 
of either the players" evil intent or the 
power of the antagonist's wrath through¬ 
out the countryside. There will be few 
people who have passed through the area 
who have not heard the tales. This will 
make it very difficult for the players to 
obtain any kind of information or assis¬ 
tance. 

King 4 Mata Hari: The antagonist will 
dispatch a single person with the intent to 
become the lover of one of the most pow¬ 
erful player characters. The lover will be 
most helpful in any endeavor the players 
wish. The ultimate goal is for the lover to 
spy on the players, learning their inner¬ 
most secrets and plans and then to betray 
her partner, leaving him at the mercy of 
the antagonist, alone and helpless. 

Ace 4 Mob: When the players arrive in 
the town, or village, they are greeted by 
shouts of “There they are!", *Kill them/”, 
“Bfood/ B/ood/ Blood!”, as hundreds of 
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inhabitants begin to throw stones and rush 
them. The players must decide whether to 
retreat from the area, or enter into com¬ 
bat with a mob of normal townsfolk, who 
are obviously under the influence of some 
sinister power. Mobs are usually started by 
the politicians and certain key citizens. 
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selves to magical or water creature 
attacks). The antagonist will have an island 
or inlet fortified against intrusions, ready 
for any foolish enemy who might try to 
assault the stronghold. 


Five ♦ Mountain; If the antagonist 
doesn't get you, the mountain will, A 
great deal of skill is needed not only to 
climb the mountain, but to survive the 
negative temperatures and hundred 
mile-per-hour winds. It will be difficult to 
climb to the stronghold, let alone get into 
it. Common defenses are rock slides and 
other sinister traps. 


Six ♦ Underground; A stronghold 
underground will be very hard to find. 
Inside there will usually be traps and hid¬ 
den passageways, generally dangerous to 
those who are unfamiliar with the strong¬ 
hold. Those few who dwell underground 
(whatever they are) will have intimate 
knowledge of the entire stronghold. 


Four ♦ Lake; It can be difficult for char¬ 
acters to find their way across a large body 
of water (while possibly exposing them¬ 


Seven ♦ Desert: Sheer heat and cold are 
the major obstacles. Only extremely seri¬ 
ous or foolhardy players will venture into 
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the desert against the antagonist’s strong¬ 
hold. Heatstroke (for those in heavy 
clothes and armor), dehydration (for those 
who did not bring enough water), and sun 
poisoning (massive sunburns for those 
with too light clothing) complicate the 
journey. 

Eight ♦ Graveyard: Not only is the evil 
antagonist living in an extremely spooky 
place, but there are also hordes of zom¬ 
bies, skeletons, wraiths, and ghouls on the 
prowl. The massive amount of combat 
needed to penetrate this defense warrants 
a lot of extra help-but who would want to 
help attack a graveyard full of undead?. 

Nine ♦ City; Not only is the stronghold 
safely hidden in a huge crowd of people, 
but the antagonist has many connections 
with the local populace. While it is nearly 
impossible for the players to find the 
antagonist quickly, he/she will have imme¬ 
diate knowledge of the players’ arrival and 
activities. 

Ten ♦ Island: Place the antagonist within 
a group of islands: the characters will have 
the problem of finding just which island 
the antagonist occupies. Even if the char¬ 
acters locate him the antagonist will doubt¬ 
less know of the impending arrival of the 
player characters, summoning reinforce¬ 
ments (perhaps for a sea battle) and ready¬ 
ing for their arrival. 


Jack ♦ Aboard Ship; Not only is it near¬ 
ly impossible to find this ship/stronghold, 
but it keeps moving! Current information 
is a must, and then only when the players 
are close enough to act on it, otherwise 
the ship will sail again, A good ship can 
stay at sea for two weeks without a port. 


Queen ♦ Other Dimension: A powerful 
item may enable the antagonist to make 
his home in places undreamt of by the 
players. Travel to this place is impossible 
save for the mightiest magic and items, 
and even then is risky. 

King ♦ Shrinking; A powerful item may 
enable the antagonist (and perhaps his 
servants) to shrink to one-tenth their nor¬ 
mal size and fit their entire society into a 
place (i.e., crags in a mountain), where no 
creature larger than 10 inches may pass. 
Most weapons will not fit inside. Once 
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outside the place, the person returns to 
his normal height. 
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Ace ♦ Illusions: By virtue of an unknown 
source, illusions cover the surroundings of 
the stronghold. Swamps appear as fields, 
and cliffs as inviting pools. Only those 
who have traveled this way frequently can 
see through the false visions. 
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Three V Deception: The antagonist tries 
to deceive the party into believing that his 
cause is a greater good than they were led 
to believe. He/she will use everything in 
his/her power to trick the party into end¬ 
ing their foolish pursuit, suggesting instead 
some other adventure that will give greater 
rewards and less risk. The antagonist will 
surely not reveal himself/herself to the 
party in doing this. 


Four V Role Reversal: The antagonist 
will confront the players with a tale of 
twisted plots. He/she will contend that the 
players are being used by forces they 
know nothing of. In reality, goes the tale, 
the antagonist is being persecuted by a 
group of evil wizards (sorcerers/nob!es/ 
assassins/what have you) who hope to 
keep him/her from interfering in their evil 
and world-threatening plans. The players 
have been duped into this quest while the 
true evil is happening back at their home 
base. (Please note that any antagonist 
worth his/her salt will always have an 
enchantment protecting against magical 
truth spells). 


Five 9 Libel: The antagonist will send a 
message by letter or messenger to the 
players' leaders (i.e,, Kings, Bishops, 
Grand High Wizards, etc.}, or to the per- 
son(s) that sent the players in the first 
place. This letter will be from a fictitious 
or forged source, claiming that the players 
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are committing evil deeds in their 
over zealous quest, and they are not shy 
about using the patrons name aloud. This 
should cause the players' superiors to send 
a message to the group, telling them to 
cease their evil ways and perhaps to give 
up their quest and come home. 

Six V Treason: This is when one of the 
player-friendly NPCs turn coat. This is 
especially effective when the NPC has 
been reliable in the past. Their motives 
are unimportant; suffice it to say that the 
players have been sold out. 

Seven V Stall: The antagonist is awaiting 
reinforcements, and will attempt to stall 
the players. He/she may leak misleading 
information about stronghold locations or 
possible depredations while in actuality 
he/she is marshaling forces against the 
players. A truly devious antagonist might 
arrange a trap or ambush when the play¬ 
ers try to intercept him/her. 

Eight V Muscle Flexing: This tactic 
involves directly showing the players what 
they’re up against. The antagonist will 


generally pick out a target and pull out all 
the stops to wreak havoc on it. The more 
excessive and impressive the damage is, 
the better. This should convince the play- 
ers that it would be less than prudent to 
tangle with him/her. 

Nine f Demonstration of Power: It is 

amazing how fast people’s attitudes can 
change when a dragon is standing on their 
doorstep. A typical demonstration of 
power would be an army marching 
through the town where the players are 
staying; not attacking, but merely scaring 
the wits out of the townspeople and the 
players. 

Ten V Cursed Items: The antagonist 
will seek to replace the players’ normal 
items with cursed items, or deceive the 
players into taking cursed items. This can 
be done many ways (i.e,, a shiny cursed 
sword, carried by an attacker, and recov* 
ered as loot). Typical curses are sickness, 
weakness, cloded minds, and just plain 
unluckiness. 
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Jack V Befriend; The nefarious antago¬ 
nist will confront the player f s leader, and 
seek to befriend this person. He/she will 
use both bribery (“1 can make you power- 
ful"), and psychology {"I do what 1 do for 
the greater good”) in an effort to neutral¬ 
ize the party by gaining their trust or, at 
least, geting them uninterested in his/her 
affairs. 

Queen V Pass the Buck: The ant ago- 
nist will send a messenger to the party to 
let the players know that he/she is really a 
low-level minion in an organization larger 
than the players can conceive of. The 
devious antagonist will inform the players 
that he/she has been forced into their 
path, and that intervention will make 
things worse for everyone. Instead, the 
players should direct their efforts against a 
third party (probably someone the antago¬ 
nist is after anyway). 

King ¥ Disguise and False Leads: The 

antagonist will disguise himself, or send an 
undercover servant, and appear to the 
players. He/She will then offer informa¬ 
tion to the players. Of course, this infor¬ 
mation will be totally false, and may even 
lead them into a trap. Some good disguis¬ 
es are a traveling soothsayer, a gypsy, a 
peasant, or a traveling merchant. 
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Ace ¥ Challenge: The antagonist has 
tired of dealing with the players and is 
ready for a fight! He/she will either chal¬ 
lenge the leader of the players to 
one-on-one combat, or challenge the 
entire party to combat with his/her follow¬ 
ers at a prearranged location. 

Of course, if the antagonist does not 
have a strict code of honor, it is possible 
that he/she may arrange quite a trap for 
the players. 



Spades: Magic or Magical Items 

Two 4 Minor Supernatural Servants: 

The antagonist has a moderately powerful 
supernatural creadpfeifeuch as a ghost or 
demon) to 


The antagonist will have an incredibly 
powerful supernatural being (i.e. greater 
vampire, major demon) at his beck and 
call. He may send it to slay the players 
directly, or use its powers to defend him- 
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Five 4 Horde of Demons; The antago¬ 
nist will unleash a large group of supernat¬ 
ural creatures on the players, 

Six 4 Hand of Ice: This four-foot-tall 
marble hand is enchanted to cause winter 
blizzards within fifty miles, no matter what 
the season. Snowfall of a foot per hour 
and temperatures of -40 degrees (includ¬ 
ing wind chill) kill quickly. 

Seven 4 Anvil of Earthquakes: This 

mighty anvil, if struck, will trigger an 
earthquake. Players who are targeted must 
try to avoid being swallowed by the earth, 
it can be struck three times per day. 

Eight 4 Crystal Ball: This allows the 
antagonist to view (visually only) the hap¬ 
penings in the players’ group, and also the 
surrounding area up to a thousand miles. 

With it the antagonist can also communi¬ 
cate with his forces at a distance from the 
stronghold. 


Nine 4 Shroud of Fog: This device 
causes a thick blanket of dreadful fog to 
form everywhere within 20 miles. In addi¬ 
tion to reducing visibility to a dozen feet, it 
also spooks all animals and beasts within 
the mist, making riding impossible. 

Ten 4 Scepter of Suggestion: This 
magical item will give the antagonist the 
power to implant a thought that the target 
accepts as his own, such as “I am your 
friend/’, or “Friedreich is your true 
enemy/ 1 ). This may sow the seeds of dis¬ 
sent within the party of players. 

Jack 4 Invincible Knight: The antago¬ 
nist commands an invincible mystic 
knight. This knight will be a skilled warrior 
who possesses magical strength and 
health in addition to an arsenal of 
enchanted weapons and armors. These 
knights are invulnerable to normal 
non-enchanted weapons and no mind 
control or illusionary magic affects them. 
For extremely powerful groups of players, 
more than one knight may be assigned. 


Queen 4 Staff of the Undead: The 

Staff of the Undead can be used to raise 
hundreds of zombies and skeletons under 
the command of the user. The undead are 
under total command for the duration of 
their existence, with no time limit. It may 
also be used to summon more powerful 
undead to service, albeit fewer of them. 


King 4 Rod of Command: This 
enchanted cold iron rod enables the user 
to lead troops in battle. All who follow him 

become fanatical about his cause. Follow- 
ers would lay down their lives willingly 
rather than betray the bearer of the rod. 

Ace 4 Ring of Transformation: This 
ring enables the antagonist to change 
form once per day. It may disguise 
him/her as another person, or assume the 
shape of any creature within 100 lbs of 
the user’s weight. □ 
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N on-player characters are personali¬ 
ties created by the gamemaster of a 
role-playing game who stand in for 
everyone in the game except the players’ 
player-characters (PCs). Some are impor¬ 
tant, recurring characters, while others are 
one-time throw-aways, A notable attribute 
of creative game-mastering is the creation 
of interesting non-player characters 
{NPCs), The demands of gaming limit the 
number of NPCs who can be well-detailed 
and encountered frequently, but the use of 
NFC “situations” can give life to the minor 
characters who play a small, but sometimes 

crucial part for the PCs* 

NPC situations are a combination of 
events and attitudes that affect minor NPCs 
while the PCs are off doing something else. 
The player-characters only gain knowledge 
of these happenings by interacting the 
NPCs later on. Although the situations may 
not seem important to the PCs, they have 
the potential, over time, to have consider¬ 
able effect on the party, and to provide a 
colorful background for the campaign. 

Experienced gamemasters (GMs) typical¬ 
ly generate characteristics, backgrounds, 
and temperaments for the significant NPCs 
that the PCs closely associate with. Usually 
these relationships are somewhat involved 
and the GM has to make a considerable 
effort to realistically role-play these NPCs 
himself. 

These NPCs 5 lives are bound up with 
the party's and can be directed by the GM 
and the PCs actions as part of the ongoing 
campaign. However, this is too much work 
to do for every NPC encountered* 

So what to do with those other NPCs 
who are encountered on a semi-regular 
basis but who are not particularly important 
in themselves? In many cases not much 
more than the names of these “spear carri¬ 
ers’ 1 are known, if that* It becomes an 
immense task to generate the ability scores 
and personality quirks for scores of follow¬ 
ers and acquaintances. Certainly it’s even 
more difficult to track their entire lives. 
However, if these minor NPCs belong to a 
group that the PCs routinely deal with, 
they can be given a small and interesting 
role by the use of ongoing NPC situations. 
These situations can be used the give the 
game greater depth and reality. 

What kind of groups are the PCs 
involved in? If they are affluent and power¬ 
ful, they may employ guards or a retinue of 
servants* They may regularly patronize a 
number of businesses and interact with 
their proprietors. 


The characters might be members of a 
military unit, a mercenary company, a gov¬ 
ernment agency, a corporation, a clan, a 
club, a guild, a society of paranormal inves¬ 
tigators, or the group might just be the 
people who hang out at the bar the PCs 
frequent* In all of these cases we have a 
relatively large number of people whose 
welfare the PCs have an interest in* This is 
what sets these NPCs apart from others; 
what goes on in their “lives” can have an 
impact on the PCs. 

The use of NPC situations means that 
the GM doesn’t need to keep track of abili¬ 
ties or skills, he just needs to remember 
something like "Gwyr the Sage is out of 
town tending to his sick sister.” It is actually 
easier to remember “stories” about NPCs 
than statistics, and it is a better way to pre¬ 
sent them to players. After all, in real life 
people don’t talk about themselves by say¬ 
ing “I have a endurance of 15 and level 
three ability in robotics”, but rather 
describe what's been happening to them 
recently. Plus, it’s fun for the GM to role- 
play these little NPCs and their problems* 

The GM can use the situations listed 
below to create a “illusion of reality” that 
things are happening beyond what the 
player characters directly experience* 

r he minor NPCs will appear to be 
something more than cardboard characters 
who are trotted out whenever someone 
needs something and disappear again into 
nothingness. Since these events are per¬ 
sonal in nature, GMs will also find that the 
players can relate to them more than pro¬ 
nouncements on “major” events like wars 
or plagues in distant regions which the PCs 
rarely have interest in and which hardly 
affect them. 

The situations are designed to be 
applied to NPCs in any type of role-playing 
game, from fantasy to adventure to sci¬ 
ence-fiction* 

Here are some hints on the use of NPC 
situations* They are small “behind- the- 
scenes” events that can be utilized to pro¬ 
vide a little color to a campaign. The time 
and effort PCs use in dealing with them 
should be limited. They have the potential 
for developing into something more, but 
that’s up to the GM and the players. 

Have only one or two situations occur¬ 
ring at one time* You don’t want to create 
a soap opera with the players trying to 
keep track of the tribulations of dozens of 

NPCs* 

Try to work the activities, backgrounds, 
and personalities of the PCs into the situa¬ 


tions. The situations should be more than 
just a laundry list of events* 

For instance, if a PC is careless with 
weapons he may find his NPC armorer has 
had an "accident" (PC: “Sony about for¬ 
getting to put the safety on*.*”)* 

Try to find ways to get the players to 
relate to the NPC* If the PCs are sympa¬ 
thetic it will improve their image and rela¬ 
tions with the NPC and real help will earn 
them gratitude. Helpful NPCs can give the 
party useful information and aid, without 

even being asked* On the other hand, PCs 
often have a self-centered, trigger-happy, 
money-grubbing attitude that creates ani¬ 
mosity* If they treat the NPCs badly, they 
won’t get any help. If they coerce people 
into assisting them, treachery is a real pos¬ 
sibility. 

Another point to take into account is 
the ripple effect of the situations on the 
party and other NPCs in the group* The 
best use of situations is to emphasize that 
the PCs are not islands even if the situation 
does not affect them immediately and per¬ 
sonally. The group will take note of the 
PCs actions and judge them accordingly. 
There’s nothing like coming back to find 
your castle under attack, when half the gar¬ 
rison has run off because of low morale. 

Special considerations must be made 
when the group is composed of followers 
and employees of a PC. If the PC pays fair* 
ly close attention to what's going on, he 
may be able to resolve and even prevent 
unfavorable occurrences* Normally, he’s 
likely to leave routine management to other 
NPCs* If these supervisors are competent 
and well-meaning all down the line, prob¬ 
lems with the rank-and-file will be solved or 
brought to the PCs attention* However, 
when any of the managers are of marginal 
ability, mean-spirited, self-seeking, coward¬ 
ly, or generally oblivious to their under¬ 
lings, they will ignore any difficulties. They 
will pass on a rosy picture of the situation 
while working to avoid responsibility and 
pass any blame onto others. Meanwhile, 
the problems will continue to fester. 

The situations are designed so that one 
may lead to another, especially if ignored. 
("Thanks for nothing” will be a typical NPC 
attitude when the party neglects them). 
Some situations will resolve themselves 
over time without PC interference, while 
others may get worse until the party itself is 
put as risk. Develop the situations over the 
long term* First, there could first be rumors 
or complaints of something happening, fol¬ 
lowed by the actual event later on. Most of 
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NPC Lives 


the situations do not occur suddenly, 
although some, like ' Accident", might* 

Solving situations can be a fun mini¬ 
adventure, something that can be done as 
a lead-in to the main adventure* Maybe the 
party can't defeat the hordes of evil or the 
galactic emperor, but they can help the lit¬ 
tle old lady down the street find her long 
lost daughter. 

Wealthy PCs often solve problems by 
handing out money. The GM should not 
always allow this to work. Firstly, word will 
get around about how much the PC 
spends, so people will ask for a larger 
amount next time* Secondly, giving away 
money may actually cause problems, e,g, 
the gambler who asks for money to pay off 
his debts, but uses it for more gambling, 
and so creates bigger debts* 

So add a little NPC color to your cam¬ 
paign* Sure, the party doesn't pay much 
attention to the guy at the end of the bar 
who's always griping about his jealous wife, 
at least until the day she shows up with a 
flamethrower*** 

NPC Situations 

Accident/Injury/Itlness* The NPC 

suffers a severe, possibly crippling or fatal 
accident or affliction* in game terms, hell 
be out of play for 2-8 weeks (50%) or 2-7 
months (50%)* At the GM's discretion, he 
may be out of the campaign permanently 
or return with decreased abilities* High 
medical bills may lead to Money Trouble 
(see below). NPCs undergoing an extended 
recovery may be depressed and in poor 
condition due to their maladies (see incom¬ 
petence and Low Morale below)* There is a 
10% chance the NPC is actually malinger¬ 
ing, and is stretching out the recovery peri¬ 
od. 

Baby- The NPC is to be a new parent* 
If the NPC is female, she will probably be 
busy with the new child for a period of 
weeks or months (including time spent in 
advanced pregnancy)* If the NPC is an irre¬ 
sponsible parent, they will be hounded by 
the other parent, lawyers, irate relatives, 
and social workers (see Legal Difficulties), ft 
is most likely the new parent will spend a 
lot of time with the kid, and be less able to 
go on adventures. 

Death or Illness in family- The NPC 

takes a leave of absence for 2-8 weeks 
(50%) or 2-7 months (50%)* There's a 25% 
chance that the NPC will be profoundly 
depressed when he returns, and will have a 
lower morale rating. There's also a 10% 


chance that the NPC is making the whole 
thing up and is off doing something else* 

Bad Paperwork/Poor Communica¬ 
tions- This situation is not connected with 
a single NPC but affects all of the group* 
Almost every organization needs record 
keeping to keep running efficiently, and 
good communications are very important. 
Bad Paperwork means that messages are 
not relayed or are garbled, important docu¬ 
ments are lost, supplies are not ordered, 
people misunderstand instructions, equip¬ 
ment is the wrong kind, bogus rumors are 
circulated, intelligence information is bad, 
decisions are not made, actions are 
delayed, no one knows what to do, and a 
good deal of time, effort, and money Is 
wasted. As a result the PCs get a false view 
of what's going on, which will directly 
affect their activities. 

If the PCs are at or near the top of the 
hierarchy of the group, they may not real¬ 
ize what's happening, since their subordi¬ 
nates naturally tend to suppress bad news. 
Nonetheless, outsiders will note that the 
performance of the group is poor and the 
party will be held accountable* If they're at 
the bottom of the heap, they will feel like 
“mushrooms 1 ' in the popular adage about 
being kept informed* Continued Bad 
Paperwork can lead to Low Morale and 
Incompetence (see below). 

Desertion- An NPC skips out at the 
GM's discretion* Even under ideal condi¬ 
tions, there are always some people who 
lack responsibility and reliability. Typically, 
those with the lowest morale are the first to 
go. Characters of a criminal persuasion are 
likely to steal some stuff when they leave, 
too* 

Disaster- The NPC suffers a personal 
disaster such as the loss of his home, busi¬ 
ness, family, fortune, etc* He automatically 
incurs Low Morale* 

Domestic Disputes* The NPC is hav¬ 
ing family problems* It could be a nagging 
spouse, kids giving him grief, overprotec- 
tive parents, annoying relatives, or pesky 
neighbors* Chronic Domestic Disputes lead 
to Incompetence and Low morale (see 

below). 

Enmity- Two NPCs in the group devel¬ 
op a hatred for each other. Neither will 
help the other under any circumstances, 
and they will each work to convince the 
PCs that their rival is reckless, inept, and a 
troublemaker. The situation may eventually 
lead to harassment {see Injustice) or even 
violence (see Accident/Injury), and it is 
often the case that some innocent 


bystander gets hurt when this happens* 
Sometimes the Enmity is secret and one 
NPC covertly works to destroy his oblivious 
rival* 

dad Tidings- Since most of the other 
situations are more like misfortunes than 
otherwise, this situation subsumes various 
happy events. The NPC has gotten a pro¬ 
motion, a raise, an inheritance, a degree, 
recovered some lost item, triumphed over 
adversity, etc. He will be in a generous and 
genial mood. There's likely to be some 
kind of celebration. 

Incompetence- An NPC fails to 
achieve a credible result in his area of 
expertise at a critical time* Incompetence 
may be due to diminished abilities, pressing 
personal concerns, or it may be that the 
NPC never was very proficient in his field, 
but covered his failings up quite well* If the 
NPC is in a “support'" position, it usually 
means any equipment or information sup¬ 
plied to the PC is faulty, or the work he is 
doing is substandard* If the NPC is adven¬ 
turing with the party, the GM may decide 
he does not make a roll or rolls when need¬ 
ed. 

In a group, Incompetence means that 
the organization is ridiculed by the public as 
blunders and misfits, and the PCs will find 
that NPCs will react negatively based on 
their membership in the group, regardless 
of their personal success* 

Injustice- The NPC is the victim of a 
grievous wrong* It may be a criminal attack 
of some kind; it may be false accusations, a 
conspiracy of rivals to discredit him, a 
spiteful superior, mistaken identity, botched 
paperwork, or simply a case of being in the 
wrong place at the wrong time. The NPC 
must spend all his time fighting to clear 
himself, and cannot interact with the PCs, 
Injustice may lead to Legal Difficulties and 
Enmity. 

Irritating Habits* An NPC annoys his 
companions by his poor hygiene, offensive 
personal habits, off-key singing, constant 
back-stabbing, arrogant and insulting atti¬ 
tude, general lack of consideration, and so 
on* If he is not straightened out, Enmity 
will result (see above)* Note that if this NPC 
is in charge of other NPCs they will also 
suffer Low Morale (see below)* 

Legal Difficulties* The NPC has to 
deal with the law. He is involved in law¬ 
suits, government investigations or audits, 
jury duty, witnessing at a trial, etc* There's 
a 10-20% chance that at least part of any 
given day will be taken up dealing with 
lawyers, courts, police, probation officers, 
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NPC Lives 


etc. Alternatively, if the NPC is beyond the 
reach of the law, he is targeted for punish¬ 
ment by criminal associates for perceived 
misbehavior* Legal Difficulties may lead to 
Domestic Disputes and Money Trouble. 

Low Morale- Low morale does not 
occur by itself but is the result of some of 
the other events listed, or such conditions 
as low or late pay, persistent bad weather, 
a unpleasant climate, poor living condi¬ 
tions, and, most of all, a leader who shows 
little interest in the welfare of his associ¬ 
ates. 

Individuals with low morale tend to com¬ 
plain a lot, although some will become 
withdrawn and sullen* They will argue 
about orders, slough off work, and, when 
forced to labor, will perform their duties in 
a haphazard and sloppy fashion. Most any¬ 
thing they sell or provide will be poor quali¬ 
ty. When the situation becomes difficult 
they will be of little help, either smirking 
and saying “I told you so”, or becoming 
panicked and useless. If things get really 
bad they hide or run off* Low Morale will 
mean the NFCs will lie to the PCs and lie 
to others about the PCs. They will be 
unfriendly, uncommunicative and unhelp¬ 
ful* 

In a group, low morale leads to grum¬ 
bling, bickering, malingering, sleeping on 
duty, poor equipment maintenance, etc. 
The NPCs will may actually conspire 
together and mass desertions are possible if 
the chips are down. 

Persistent Low Morale can lead to 
Incompetence, Accidents, Desertion and 
Treachery. 

Mental Instability- An NPC goes over 
the edge. The milder conditions will cause 
him to behave in strange and annoying 
ways, like often forgetting things, but he 
will still be able to function most of the 
time. If its more serious, he may make out¬ 
rageous claims, talk to himself, and act in a 
erratic and bizarre fashion* He may have a 
nervous breakdown, and spend his type 
cowering under the bed, or may become a 
wandering, incoherent street person. Para¬ 
noia, hallucinations, and split personalities 
are all possible. Most of the time he is 
spectacularly Incompetent. In some cases, 
the NPC will suddenly become violent* 

Money Trouble- The NPC goes into 
debt due to gambling losses, bad invest¬ 
ments, business failures, spendthrift habits, 
alimony, etc* He is constantly pestering 
other characters for loans or advances. 
Money trouble may lead to Domestic Dis¬ 
putes. The NPC may sell off his equipment 


to raise cash, or moonlight in a second job. 
In the extreme case, his possessions confis¬ 
cated by his creditors, and he may be 
hauled off to jail or pressed into service to 
pay his debts (or has some limbs broken- 
see Accident/Injury above*} 

Pet Problems- The NPC has a pet he 
adores, but which is something between a 
nuisance and a menace to other charac¬ 
ters. The NPC will react with hostility 
towards any criticism of his darling and will 
characterize anyone who dislikes the pet as 
an “vicious animal hater 11 . The pet can be 
merely obnoxious, or a real killer. It gener¬ 
ally only obeys the NPC (if that), although it 
might be friendly towards a few others. If 
the pet really annoys another NPC, it may 
lead to Enmity* 

Philosophical Differences- Religious, 
political, ethnic, social, or ethical convic¬ 
tions divide two or more members of the 
group. The NPCs involved may be bigoted 
and intolerant. They take their disagree¬ 
ment very seriously and scorn any who try 
to laugh it off. The two sides continually try 
to convert others to their point of view. If 
the disputants are not reconciled or at least 
forced to declare a truce, the dissension 
may lead to Enmity and Low Morale for 
the group. 

Property Predicament- Some type of 
property, such as a vehicle, house, robot, 
weapon, magical device, or other such 
valuable item, is continually causing the 
NPC problems. He uses this as an excuse 
for being late or absent when the party 
needs him (occurs 30-60% of the time)* 
The excuse is legitimate one-third of the 
time, but there’s also a 1 in 3 chance that 
the Property Predicament was caused by 
the NPCs neglect in the first place, and a 
similar chance that he's making the whole 
thing up. 

Revelry/Obsession- The NPC 

becomes a party animal, and spends all his 
free time and money celebrating. He suf¬ 
fers from frequent hangovers and is suscep¬ 
tible to social diseases. Alternatively, he 
becomes obsessed with something that 
absorbs his complete attention. If the situa¬ 
tion is not remedied, he eventually exhibits 
declining health, low morale, decreased 
competence, and an increasingly hostile 
attitude towards work. 

Romantic Complications- The NPC 
is involved in a serious romantic relation¬ 
ship* It takes up most of his or her time 
and energy. Romantic Complications may 
lead to marriage (see Vacation), breakups 
(see Domestic Disputes and Low Morale), 


cheating (see Enmity), divorce (see Enmity 
and Legal Difficulties} or a Baby. 

Society Service- The NPC either vol¬ 
unteers or is drafted for some type of mili¬ 
tary or social/relief activity. He will be 
gone 2-12 months or 1-4 years (50% 
chance of either)* 

Substance Abuse* The NPC abuses 
powerful intoxicating substances. All of his 
time and energy is directed towards acquir¬ 
ing and ingesting his favored substance* 
Eventually Substance Abuse will lead to 
Low Morale, Incompetence, Money Trou¬ 
ble, Legal Difficulties, Mental Instability, 
Accident/Illness, and even death* 

Termination/Retirement/Reloca¬ 
tion- As NPCs reach old age, their abilities 
tend to decline and they want to take it 
easy, so they discontinue adventuring* 

Alternatively, the NPC is discharged 
from his job (if the NPC works for a PC he 
commits a series of flagrant blunders that 
makes his continued employment impossi¬ 
ble), moves away or simply decides on a 
career change. 

Retirement/Relocation is a way to gen¬ 
tly remove NPCs from the campaign with¬ 
out having a traumatic event like a death. 

Thievery/Scam* The NPC members 
of the group are affected by the theft of 
their items or a swindler who takes their 
money. The thief or con artist may or may 
not be a member of the group. This situa¬ 
tion may lead to Low Morale, Enmity, and 
Legal Difficulties. 

Treachery* Someone in the group is 
suspected of being an informer or traitor. It 
should not be obvious who it is, and may 
not even be evident at first that there is a 
betrayal. It may be that the person involved 
is being blackmailed into this action* Evi¬ 
dence of treachery leads to immediate Low 
Morale if the perpetrator is not uncovered* 

As an example, the party talks about 
their upcoming dungeon expedition at a 
tavern. One of the less honorable patrons 
sneaks off to warn his monster contacts. 
The monsters prepare an ambush. 

Vacation/Wanderlust- The NPC is 
bitten by the travel bug. He will be gone for 
2-8 weeks (60% chance), 2-12 months 

(30% chance) or 1-3 years (10%)* He may 
develop new skills, abilities, or attitudes if 
he's gone for a long time* □ 
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Players: We surround the ore and 
demand his surrender! We have two 
crossbows and four swords aimed at him t 
GM; Hmmm . He thinks for a second 
and then drops his sword . 

Players ; We tie him up and question 
him obout the location of his village * 

GM: Location of his village? 

Player: Yeah, and my bard character 
wants to learn more about ore culture . / 
question him about their culture, 

GM: Culture? Village? Hmmm. He 
spits on you and calls the paladin a bunch 
of names, then he bangs his head on a 
rock and dies . 


T his may be an extreme example, but 
you’ve probably played in a role-play¬ 
ing game where you felt that the 
inhabitants were all two-dimensional. The 
ores seemed to appear from nowhere, 
(since you'd never seen an ore village), the 
elves were all personality clones and villages 
were all, amazingly enough, populated by 
the same people, regardless of race, culture, 
or nationality. 

There are a few ways to avoid this pitfall; 
the GM or game group can buy an off-the- 
shelf campaign world with detailed races 
and cultures for use in gaming, the GM can 
use historical references as a cultural source- 
book (though this wouldn’t work for many 
non-human races), or the GM can design 
his/her own races and cultures. The last 
option requires a lot more work but it allows 
the GM to create a gaming environment 
that is uniquely his or hers. 

Developing your own race or culture 
requires a lot of imagination and detail 
work- From simple things, such as descrip¬ 
tions, to difficult things, ike social structure 
and religion, creating your own races and 
cultures will stretch your imagination to the 
limits. 

One of my favorite tasks as a GM is the 
creation of detailed NPC races. Not just a 
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description, a set of statistics, and a few 
notes, but an in-depth study of the race, its 
customs, religion, and purposes* When a 
player group stumbles on, or is guided to, 
an encounter with such a race they are 
inevitably impressed by the time invested by 
the GM and the depth of the world. 

If you’re working on a whole new cam¬ 
paign world, designing the NPC races also 
helps with other things, like the climate and 
terrain for an area of the map, trade routes 
for the region they will occupy, and a pan¬ 
theon if you are creating your own. In fact, 1 
prefer to develop the NPC races indigenous 
to an area of my world before I do any 
other work on that area, for the reasons just 
mentioned. If the players happen to travel 
that way before I have time to thoroughly 
flesh the area out, they can still meet an 
NPC race and begin to learn about its per¬ 
ceptions and goals, I may even personalize 
the standard races, such as Elves and 
Dwarves, before the players meet them. 

NPC races also add to the unique flavor 
of a campaign — no one else has your race 
or will create a race exactly like it. Your 
players will also be more interested by 
encounters with a new race because they 
know little or nothing about them. It allows 
the players to discover and experience a 
whole new culture. And be sure not to drop 
it all in the players’ lap at once; make them 
dig to discover the workings of this new cul¬ 
ture. Knowledge that they have to work for 
is always more highly valued* It can also 
lead to situations where a player character 
gets in a little bit of trouble for some inno¬ 
cent social faux pas , which can be a lot of 
fun. 

Why develop an NPC race for your 
world? Yes, there are the old standbys that 
everyone uses, i.e. Elves, Dwarves, Hobbits 
(excuse me, halflings), so why make your 
own? For the same reason that Tolkien did 
- because they were necessary to fill out his 
world and make it work the way he wanted 
it to - to provide balance and character. 
Often HI create a race to fill a void in a par¬ 
ticular area of my world, or to replace 
another race which I won't be using. Some¬ 
times I create a race just for the enrichment 
of my campaign world. 

You wouldn’t expect a GM to say, 
“Hmmm, Tve got a couple of free minutes, 
maybe I'll design a new race,.? 1 , but to be 
honest, it does happen and more’s the pity. 
Often these thrown-together races do more 
harm than good to a campaign. A new race 
should be well thought out and have a place 

in the world. 

An early step in the development should 
be to define a characteristic or purpose for 


the new race. Characteristics are the most 
distinguishable elements of the race. Is it 
curious? Warlike? Xenophobic? A race of 
explorers or traders? What drives the race 
and makes it tick? 

A purpose can distinguish what role it 
will play in the game world, Is it supposed 
to be an obstacle for the expansion of 
humankind, or a benevolent race that will 
extend offers of political ties, or an inno¬ 
cent, innocuous culture existing at the 
fringes of the greater civilizations? 

Having decided on the characteristic or 
purpose, figure out a way to work it into the 
culture or society of the race, so it isn't 
painfully obvious the first time the players 
encounter the race. That is, of course, 
unless you WANT it to be painfully obvious. 

Once you know the main characteristics 
or purpose of the race, you'll need to decide 
on the form. Is it humanoid? Is it mam¬ 
malian? Is it nocturnal? Does it live above 
ground or below? The form should support 
the chosen characteristic^) or purpose. For 
example, if the race is to be a malevolent 
culture bent on the destruction of all 
humans, you might want to give them a 
fierce, even scary, appearance for the addi¬ 
tional psychological impact. Or you may 
want to make it LOOK benevolent so that 
its evil is more insidious. Answering the 
questions that come up at this point will 
help decide cultural and social questions that 
you will encounter later. 

Culture and social structure are two of 
the most important areas of your new race. 
If you are going to all the trouble of creating 
a new race, don't accept an off-the-shelf 
culture for it. Be creative. Use your imagina¬ 
tion to design a culture that is in keeping 
with the race’s purpose. You and your play¬ 
ers will both have more fun with the race if 
there is some culture shock and an interest¬ 
ing, atypical social structure. Who wants to 
travel halfway across the continent to run 
into a band of skunk-people living in a 
medieval village of thatch huts with a 15th 
century European social structure? Wow, 
now there's something you don’t see every 
day... 

GM: You cross the narrow valley, 
passing quickly through the green , knee- 
high grass and rolling terrain , You cross a 
few ankle-deep creeks, drawing nearer to 
the forest at the edge of the valley. Sud¬ 
denly two large forms rise, seemingly out 
of the earth, only thirty feet distant . They 
appear to be some sort of humanoid rep¬ 
tilian. Each is between six and seven feet 
tall and has leathery-looking, scaled flesh 


that bears interesting patterns in varying 
shades of green and brown , 

The one closest to you holds a metal 
disk at waist height. The disk appears to 
he of quality steel and the edge has been 
serrated. It's obviously some type of 
throwing weapon. He wears two crossed 
belts at his chest, one of which holds two 
more of the disks; the other belt bears a 
large sword, stung ocross his back. 

The second creature holds an aflat! at 
his shoulder, with a short javelin laid in 
and ready to cast. He is partially covered 
in leather and a dull, bronze skull cap. He 
also bears a quarrel of short javelins and 
two disks similar to those being used by 
the other creature , 

Neither makes a move toward you, but 
seem to be taking your measure with their 
cold t emotionless stare. 

Player; We don't move toward our 
weapons. / — my character — will slowly 
spread his arms and hands. 

We7/ wait a few moments, giving them 
time to finish their investigation of us; 
then, if they don't make any offensive 
move toward us, VU ask if they speak our 
language. 

GM: As you waif for them to check 
you out, another appears behind you, ris¬ 
ing right out of the tall grass. When you 
speak to the closest one, indicating no 
aggressive intentions and offering to talk, 
he turns to leave, motioning for you to 
follow him. 

Players: We'll follow, but keep an eye 
on the other ones. We don't want to be 
caught with our tunics down. 

GM: OK. As you fall in step behind 
the first creature, the others follow just 
behind and to either side of your group . 
They lead you to the edge of the forest, 
where another band of these creatures 
meets you. The creature leading your 
group speaks with a creature from the 
other group. After a brief discussion in a 
strange language, the other creature 
comes to your group and speaks in your 
tongue (or close enough to your tongue 
that you can understand). u We are Sastr. 
We will take you to the Gather and you 
can explain your trespass to the Comiss. n 

He doesn't sound angry or offended. 
He just speaks in a matter of fact, tone¬ 
less voice H His accent is unlike any you've 
heard before. Having heard a little of 
their language, which seems to be largely 
strong, soft sounds fs f , *ih f , T) and harsh 
consonants Ck\ 'g\ 'eh'), you can, howev¬ 
er, understand that many parts of your 
language may be foreign to them and, 
therefore, difficult to pronounce. 
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The following is a sample race with a 
highly developed culture/society. Because 
this race is from my own role-playing cam¬ 
paigns, there are a few references that are 
specific to my worid. Though it isn't neces¬ 
sary to have this level of detail for every 
race you create, doing so is not a waste of 
effort. Whether or not players ever explore 
the nature of the race in question, they will 
enjoy its mysteries. 

Sasti Ss’ti) 

Introduction 

The Sasti are a race of humanoid reptil¬ 
ians that live in or near great forests. The 
word Sasti is used for both singular and 
plural references to the race or individuals. 

There are two sub-species of Sasti, war¬ 
rior and freeborn. Despite identical origins, 
as well as many physical similarities and cul¬ 
tural dependencies, the two types of Sasti 
are as different as two distinct races. 

Warrior Sasti typically stand 6'6" to 
7'8 \ though a few extremes have occurred 
over the years. They have a tough, scaly 
hide that provides a degree of natural pro¬ 
tection and a tail that is nearly as long as 
the Sasti is tall, giving them tremendous bal¬ 
ance and agility. Most have distinctive mark¬ 


ings along their back and tail, white some 
have a 'hood’ which they can cause to rise 
about their neck, a tactic used to confuse or 
alarm the enemy during battle, The mark¬ 
ings and hood are among the few things 
that give a warrior individuality and, as such, 
are a source of great pride. 

A warrior has great strength, though its 
body is slender and not obviously muscular. 
They walk upright, though they do lean for¬ 
ward a bit. Their arms and legs are long and 
slim while their necks range from 4" to 12" 
in length. 

Freeborn Sasti stand 3'6" to 4'8" tall 
They have a soft, leathery skin which 
ranges in color from light green to medium 
brown. Their proportions are very similar to 
the warriors’, with the exception of the tail, 
which is much shorter than their larger 
brothers'. Freeborn have no special mark¬ 
ings like the warriors, but their skin changes 
color every few years. 

Both Sasti have three fingers and an 
opposable thumb which end in sharp, heavy 
nails. Their feet bear three, talon-like claws. 
Their eyes aren't mounted in the sides of 
their skull, like most reptilians, but farther 
forward toward the front. This gives them a 
wide field of vision while allowing them to 
focus forward more accurately, tike a mam- 
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mah Neither has external ears but seem to 
have internal hearing facilities similar to 
most reptiles, though more acute. 

General Information 

Sasti usually establish their settlements, 
called Gathers, in or near large forests. 
Often these Gathers are at the edge of the 
forest, near an area of plains. Sasti prefer 
humid, tropical or sub-tropical climes, 
though they have been known to Gather in 
temperate areas. 

A Gather can range in size from 40 to 
nearly 1,000 Sasti. They are usually built in 
and around giant trees. Most of the Sasti 
buildings are in the trees, at the tops of 
makeshift lifts (used to carry up supplies and 
outsiders). Such buildings are made of 
wood, vines, brush, earth and other natural 
materials, including giant insect shells. 
Despite the crude materials used in their 
manufacture, the Sasti homes and buildings 
are quite stylized and speak of great archi¬ 
tectural talents. Most human city dwellers 
would be amazed at, and envious of, the 
Sasti abodes. 

Warriors are large, battle-hardened crea¬ 
tures, while the Freeborn are smaller and 
weaker but considered more intelligent. The 
ratio of freeborn to warrior young seems to 
be related to the community needs at the 
time of laying. For example, if there were a 
battle which reduced the number of warriors 
in the Gather, the next egg laying season 
would yield predominantly warrior young. 

Warrior Sasti rarely wear armor , but they 
do maintain a set of ornate armor for cere¬ 
monial functions. This armor is usually 
either a gift from the Sastis first employer, 
an influential family member, or is handed 
down from an old warrior. Warriors aren't 
materialistic creatures, but they do take 
pride in their armor, which is usually bronze 
or iron and decorated with symbols, carv¬ 
ings, and semi-precious stones. 

Warriors sleep only a few hours a day 
and tend to do so in short naps, though 
they do require nearly as much rest (called 
dormant time) as most humanoids. Warriors 
often rest in a crouching position. Near the 
Gather, they rest in deeps - narrow holes in 
the ground. The incredible strength of a 
warriors legs allow him to leap out of the 
deep in one violent surge of strength during 
times of trouble. Deeps are often surround¬ 
ed with prairie grass, brush or other living 
foliage to camoflauge the deep, giving the 
Gather's defenders the advantage of sur¬ 
prise. 

Heightened senses allow warriors to 
hear sounds not in the normal human range 
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and to ‘smell* as well as trained tracking 
dogs {using their tongue, much as a snake 
or lizard does). A Sasti's eyesight is no bet¬ 
ter or worse than other humanoids, includ¬ 
ing humans. 

Though credited with a greater intellect, 
the freeborn aren't actually any more intelli¬ 
gent than warriors* Warriors just seem inca¬ 
pable of anything but the most focused, log¬ 
ical thought processes. Because of their 
more traditional intellect, the freeborn are 
the personality of the race — the mer¬ 
chants, community leaders, priests, scribes, 
etc. 

Freeborn are also capable of, or at least 
show, more emotions than the usually stoic 
warriors* Freeborn can be very passionate 
in their beliefs and desires, while battle skills 
tend to be the warriors main concern. The 
typical freeborn is open and honest, even 
with outsiders, often without thought for 
their personal security* Warriors are very 
cautious, even suspicious of all outsiders, 
and are very protective of their freeborn 
charges* 

Sasti contact with other humanoid races, 
especially with regards to trading and politi¬ 
cal interaction, has increased over the last 
50 years. Because of this increased contact, 
many freeborn have taken to wearing 
cloaks, belts, and hats as other civilized' 
races. Not understanding humanoid fash¬ 
ions, however, their choices of style and 
color sometimes make for a rather comical 
appearance. 

Freeborn and their warrior guards have 
become a frequent sight at the northern 
ports, where they bring rare herbs, spices, 
and giant insect shells to sell or trade. The 
Sasti curiosity is well known and they often 
trade for or purchase strange trade goods, 
not because they have use for the goods but 
because the item(s) interest the Sasti buyer. 

Physiology 

Though the Sasti appear reptilian in 
nature, they aren't strictly cold-blooded, as 
are reptiles* Their blood is 'cool’ compared 
to most humanoid standards, which is why 
they tend to live in tropical and sub-tropical 
regions* Their actual body temperature is 
approximately 75 °F, though warriors are 
usually slightly warmer and freeborn slightly 
cooler, due to differences in body mass and 
metabolism. 

Outside of their normal climes, living in 
temperate or cooler areas, Sasti tend to be 
much less active during the winter months. 
They do not actually become dormant or 
hibernate, but the blood does thicken and 


their usual lightning reflexes become slug¬ 
gish. 

Sasti enjoy a very healthy existence, 
being immune to nearly all common 
humanoid diseases. In addition, due to their 
bodies’ make-up and functions, wounds heal 
rather quickly. What would be a fatal wound 
for a human, such as the severing of a 
major artery, may not be lethal to a Sasti 
because their blood moves slower and con¬ 
geals more quickly. Though reptilian in 
appearance, it should be noted that no part 
of the Sasti body is able to regenerate, as 
some reptiles are known to do. 

The Sasti diet consists mostly of prairie 
grasses, forest underbrush, and wild vegeta¬ 
bles* These are often gathered in the wiki by 
far-ranging warrior patrols, though certain 
plant varieties are cultivated in fields or 
clearings near the Sasti Gather* Sasti also 
consume many forms of insect, even creat¬ 
ing mounds of refuse outside the Gather in 
order to attract the insects. 

Some lucky Gathers maintain herds of 
giant insects, considered a Sasti delicacy, if 
they are common to the region. Warriors 
also hunt giant insects of all kinds, providing 
catches to the Gather, 

Though animal flesh is generally distaste¬ 
ful to Sasti, warriors are occasionally over¬ 
come by a craving for raw meat. This only 
occurs once every year or two and the war¬ 
rior will lay dormant for a day or two after 
ingesting the meat* Sages speculate that the 
warrior Sasti require a specific nutrient not 
otherwise available in their diet* Sages also 
believe that there is a special organ in the 
warrior which allows him to process and 
store this necessary nutrient until his body’s 
supply is exhausted - then the process 
begins again. Warriors have become accus¬ 
tomed to this process, which most com¬ 
monly occurs during winter. 

Racial Origins 

Sages and historians have argued over 
the probable origins of the Sasti since their 
discovery' by man some 200 years ago. 
Many support the argument that they are a 
distant relative of the lizardman, though 
they have nothing in common either intel¬ 
lectually or socially. Others grant them the 
distinction of individuality, believing them to 
be a separate and unique race with a natural 
origin of evolution, though there is little to 
support the existence of the Sasti past a 
time just 800 years ago. 

The Sasti themselves contend, in their 
oldest lore which dates back nearly 1000 
years, that the 'Great Queen' created them 
as servants but that they were freed by her 


after a period of rebellious servitude* While 
most historians refuse to accept or debate 
the Sasti lore, others have speculated that 
the ‘Great Queen' mentioned in the lore 
could refer to Raynak, the mythical Queen 
of Dragonkind. 

Culture & Social Structure 

Warrior Sasti are taken from a clutch of 
eggs as soon as they hatch, being easily 
identifiable by their markings and tougher 
skin. They spend three years in a Sasti 
'nursery’ with other young warriors, being 
taught the basics of their existence: the Sasti 
language, hierarchy, religion and lifestyle* 
At the end of those three years they have 
reached 75% of their full growth and their 
musculature will be fully developed, ready 
for the rigorous warrior training* 

The next two years of their life are spent 
learning to be a Sasti Warrior, This is a 
strict, militaristic training that will introduce 
the fledgling warriors to dozens of weapons 
(including some that are unique to Sasti), 
teach the art of Lithing (see below), and cre¬ 
ate a hardened group of warriors unlike any 
other. 

Traditional weapons for Sasti warriors 
include the Atlatl (which projects a short 
javelin up to 150 yards), Hroth (spiked tail 
weapon), Jrahll (similar to a bastard sword) 
and Lawsk (razor edged throwing disks 
about 8 inches in diameter)* In addition to 
these, warriors have a ceremonial weapon 
called a Shuan which is similar to a human 
pike or longspear, While the Shuan isn't 
often used in battle, certain command ele¬ 
ments do cany such weapons as a symbol 
of authority* 

Sasti warriors are taught the art of 
Lithing from a young age, even beginning 
simple concepts of the art while in their 
nursery stage. Lithing is the art of crawling 
through tall grass, between bushes, across 
ravines, etc, without disturbing the ele¬ 
ments* This art allows warriors to creep 
unseen and unheard in minimal cover* 
Lithing is used to get close to enemies 
before attacking as well as to approach an 
unknown situation. While sages have been 
unable to discover the exact nature of 
Lithing, many believe that Sasti, like lizards 
and snakes, are able to change the shape of 
their rib-cage, allowing them to move 
through tight confines or flatten against the 
ground. Others claim that the Sasti reli¬ 
gion/patron deity gives them a special affin¬ 
ity with the element of earth. 

The primary purpose of the warrior 
Sasti, performed by the military orders, is to 
protect the Sasti society* The secondary 
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purpose is to protect and defend the free- 
bom Sash from ail dangers. This means that 
any freeborn Sasti traveling beyond the 
boundaries of a Sasti Gather must be 
accompanied by one or more Sasti war¬ 
riors. If the freeborn in question doesn't 
have any warrior employees, warriors will 
be assigned to him/her for the duration of 
the expedition, as decided by the local 
Cbmiss (the authority figure for a Gather). 
In addition to military and defense, the war¬ 
riors do many of the physical labor tasks 
required in such a society, tike ditch digging, 
hunting, etc. Some warriors remain with the 
military as protectors of society as a whole, 
but many leave the military academies to be 
employed by freeborn as guards, protectors, 
hunters, gatherers, whatever is required. 
They will always remain warriors and spend 
a great deal of time keeping their skills 
sharp. 

Warriors are asexual and never take 
mates. They do remain part of their family 
tree, though they rarely see their birth par¬ 
ents. When a warrior dies, all belongings 
return to the family or warrior school to be 
passed on to future warriors of the same or 
related lines. 

Unlike the warriors, freeborn Sasti 
remain with their birth parents. At the age 


of three they enter Chal Quosth (life 
school), the Sasti equivalent of trade 
schools, after their parents have prepared 
them for their future in the Sasti Gather. 
Chal Quosth teaches the young freeborn 
their heritage, the workings of society and 
the potential positions that they can fill with¬ 
in that society. 

The freeborn young are guided into the 
profession that they show the greatest apti¬ 
tude for and receive training until they reach 
maturity at the age of seven years. They 
usually choose a mate before "beginning life" 
(which is the Sasti graduation from Chal 
Quosth) and are monogamous. If their mate 
dies, the survivor will not take a new mate. 

Only the freeborn are capable of having 
offspring. A pair of mated freeborn may 
have a dutch of eggs each spring during the 
first seven years of their mating. After the 
first seven years, the frequency of egg laying 
decreases. A typical egg laying will produce 
3-6 eggs and can contain any ratio of war¬ 
riors to freeborn, Sasti don't seem to be 
concerned with the type of offspring pro¬ 
duced, showing no preference for freeborn 
or warrior. 

All freeborn are treated equally, from 
merchant to farmer, politician to smith. 
They are all valued equally for the position 


they fifl in society, realizing that each must 
serve their purpose in order for the Sasti to 
continue peacefully, Freeborn and warriors 
are also considered equal in the Sasti way of 
thinking, though outsiders might not under¬ 
stand how this is so due to the apparent 
subservience of the warriors. The freeborn 
and warriors are a symbiosis, creating the 
race known as Sasti. Neither could exist in 
peace and comfort without the other. 

Gathers are led by a Comiss, the com¬ 
munity leader or elder. The direct transla¬ 
tion of Comiss is 'wise one 1 , thus the 
Comiss of a Gather is treated deferentially 
by its inhabitants. Decisions or disputes that 
can not be settled without mediation are 
decided by the Comiss in public council. 

If there is a priest in the Gather, which is 
only likely in very large Gathers (300+), it 
will be treated as equal to the Comiss in 
every way except in religious matters, 
where the priest will take precedence. 

Religion 

The Sasti religion is an integral part of 
their society because their religious leader is 
also the ruler of their society/culture. The 
Sasti Comar (direct translation - ‘Great 
One 1 ) is considered the mortal incarnation 
of the Sasti patron god Tha Sastis (Tha 
Ss’tis) and, as such, is deferred to in every 
facet of Sasti culture. 

The Sasti priesthood is identified at birth, 
much as the warrior and freeborn are, by 
their spined back and ringed tail. Their build 
is between the freeborn and warrior, they 
stand about five feet to six feet tall, and they 
share the warrior’s sterile nature. Only 
about twenty priests are bom to each gener¬ 
ation of Sasti (roughly one in a thousand). 
The Comiss is identified from among the 
priesthood by the dying Comiss, who per¬ 
sonally selects the next body that Tha Sasti s 
will inhabit. 

Young priests attend warrior training for 
two years and the Chal Quosth for an addi¬ 
tional four years. It is said that the priests 1 
intellect is superior to the freeborn, though 
this Is difficult for sages to verify. In adult¬ 
hood they take on the best qualities of each 
subspecies of Sasti. Sages do not consider 
priests a subspecies of Sasti because they 
are so rare. They are considered more of an 
oddity or uniform mutation of Sasti birth. 

The Sasti religion teaches social con¬ 
science, preservation of the Sasti, virtues, 
and natural acceptance. Natural acceptance 
is the understanding of one's place in the 
universe, one s elements, and acceptance of 
that relationship. Because of these philoso¬ 
phies, the Sasti are trusting of other races, 
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within limits, though they fiercely protect 
their territory* 

Many attribute the art of Lithing, used by 
Sasti warriors and priests, to their natural 
acceptance and to Tha Sastis, as a god with 
strong elemental influences. 

The presence of the Sasti Comar, who is 
both spiritual leader and mortal guide to the 
Sasti Culture, is felt in every Sasti Gather 
and abode, enlightening them with the wis- 
dom of the Comar and teaching them the 
ways of Tha Sastis. There are three great 
Holy Days for the Sasti each year — the 
Spring Equinox, the Fall Equinox, and The 
Birthing. The first two symbolize the accep¬ 
tance of change, or of each other. The 
Birthing is the highest of Holy days for it 
represents the preserving of the Sasti, their 
ways, and their beliefs. 

Game Statistics 

The following statistics wilt be provided 
in AD&D terms because most gamers have 
been exposed to a 3-18 system of statistics 
at one time or another, so it serves as a 
good point of reference. Other statistics for 
3-18 systems have been included, though 
their use is up to the individual GM/player. 

Sasti Warriors are strong, swift, and for¬ 
midable fighters, so their statistics have 
been guided into a very physical domain. 
They may be given weapon and non- 
weapon proficiencies or specializations as 
fighters, but only in the weapons of the 
Sasti. They may learn other weapons, but 
only after leaving Sasti society {if used as a 
PC). 

Str: 13-18 {12 + d6) 

Wis: 3-18 (3d6) 

Con: 11-18(10 + d8) 

Cha: 3-18 <3d6) 

Dex: 15-18 (14 + d4) 

Com: 3-18 (3d6) 

Int: 3-18 (3d6) 

Siz: 18-28 {16 + 2d6) 

In addition, warriors have a base AC of 
7, This would translate to an armor value of 
3 in Runequest or Pendragon. They 
have 10 sided hit dice and may use their 
constitution bonus as a warrior. 

Warriors are also trained in the art of 
lithing, which allow them to approach the 
enemy unseen and unheard. This may be 
treated as if they had Move Silently and 
Hide in Shadows as if a thief of 6 levels 
higher than the warrior level. Thus, a first 
level Sasti warrior would have all of the skill 
points of a 7th level thief, but could only use 
them in the two skills provided in Lithing. 


The GM may want to read more into the 
Lithing, since it can be done in daylight and 
there is an elemental tie in, but that is up to 
the individual GM. 

Sasti weapons are as follows: 

Atlatl 1-6/1-8 ranges: 6/12/15 
Lawsk 1-8/1-6 ranges: 2/4/8 
Hroth 1-8/1-8. Warriors may attack 
with this tail weapon each round, in addi¬ 
tion to their regular melee attacks) , 

Freeborn Sasti are smaller and less phys¬ 
ical, but spend more time in intellectual pur¬ 
suits, from trading to diplomacy* This is 
expressed in their game statistics. 

Str: 3-13 (2d6+l) 

Wis: 13-18 (12 + d6) 

Con: 3-18 (3d6) 

Cha: 3-18 (3d6) 

Dex: 12-18 (10+ 2d4) 

Com: 3-18 (3d6) 

Int: 13-18 (12 + d6) 

Siz: 5-8 (4 + d4) 

Freeborn use d6 for their hit dice and 
have a natural AC of 9. They have the non¬ 
weapon proficiencies of a priest and thief 
combined, tending toward merchant skills, 
gambling, and intellectual pursuits. Given 
their choice, freeborn would all be mer¬ 
chants, traders, diplomats or sages, the 
Comiss willing. Any travelling freeborn will 
have 1 -4 warrior bodyguards with him/her* 
Sasti Priests are an interesting breed, 
and a supreme combination of the two sub¬ 
species of Sasti. Only one in a thousand 
Sasti are bom as priests. 1 hey have much 
of the strength of a warrior and all the intel¬ 
lect of a freeborn. They also endure much 
of the warrior training, including weapon 
specialization and Lithing (see warrior). 

Str: 11-18(10+ IdS) 

Wis: 15-18 (14+ d4) 

Con: 3-18 (3d6) 

Cha: 3-18 (3d6) 

Dex: 14-18 (12 + 2d3) 

Com: 3-18 (3d6) 

Int: 15-18 (14 + d4> 

Siz: 9-12 (8 + d4) 


As for spells, the Sasti priesthood should 
have access to most elemental/natural 
spheres, plus ALL, and many knowledge- 
based spells (such as comprehend lan¬ 
guages, speak with animals, etc.). Sasti have 
NO necromantic related spells (such as 
speak with dead or raise dead), though they 
may have healing spells of all kinds. At 
higher levels a Sasti priest gains access to 
powerful defensive and offensive spells. □ 
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An Artist's Showcase 


Featured Artist: 

Cline A. Siegenthaler 


C line A. Siegenthaler is a freelance SF/Fantasy artist from Cleveland, Ohio. 
Drawing and sculpting bizarre creatures have always been his favorite 
hobbies. It wasn't until 1989 that he started exhibiting his work at 
conventions. Since then, he has won several awards in both 2-D and 3-D 
categories. 

Some of his most popular illustrations include aliens, dinosaurs, or robots thrown 
into human situations, i.e,: Lizards in black leather jackets on motorcycles or the 
“Robot Pool Hustlers". In 1990, his weird and whimsical creatures were featured in 
the “The Adventures of Biff Thundersaur", a humorous comic one-shot released by 
Innovation Publishing. 

Recently, Cline has done interior art for gaming manuals by Stellar Games and 
Outpost Games. He is now working on two cover illustrations and a dozen interior 
pieces for a live-action RPG called “Goblinworld”, 
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Kevin Davies & David Brown 

PRIORS: Publishers & 

creators of Peregrine’s 
'Murphy's World' 

Scars: None 


I t was just another day in the dank 
depths of the SHADI3 holding block — 
or was it? 

Gameweaver looked up from his desk 
overflowing with parchment scrolls and 
Publishers' Clearing House entries to see 
a familiar gnomish face come beaming 
into the room, 

“Hey Boss, oh Great One, ol' buddy, ol 
pal... Look what 1 picked up today in the 
bargain bin at Floor-Mart/ 1 spake the ebul¬ 
lient gnome. 

“Shad, you didn't blow your allowance 
on something stupid again like that 'Won¬ 
der Slime' you bought last month?!" 
queried the mage, looking up and raising 
one bushy white brow, 

“No, look, this is really cool, 11 pleaded 
Shad. “The clerk said it's guaranteed to 
help us find that Davies character who's 
gone missing from our dungeons/’ 

“That’s splendid," the Gameweaver 
exclaimed with more than a hint of skepti¬ 
cism. “How does it work?" 

“Well, it's like one of those Rubric's 
Cube puzzles — you twist this bit here, 
shift this piece like so, and — whoa —" 
“It's starting to twist itself," The 
Gameweaver was now genuinely interest¬ 
ed, and concerned. “Is it supposed to do 
that? Now it's changing shape — are you 
sure this is a good idea?... 11 

Suddenly our intrepid interrogators 
found that the ground beneath their feet 
had vanished; they plummeted downwards 
into an abyss of inky blackness. Before 
they had time to scream, however, their 


journey came to an abrupt end, as they 
crash-landed on the unsuspecting bodies 
of two beings inhabiting what they discov¬ 
ered to be a strange new world. 

Shad: Gee Boss, that was a long fall. 
It's a good thing we happened to land on 
something soft. Do you think they're any¬ 
one important? 

Kevin: Who? What? Did anyone get 
the license number of that truck?... 

GW: Oh my, I'm terribly sorry fgetting 
off the stunned victim and straightening 
his robe]. It was kind of you to have tried 
to catch us however —- wait a minute — 
you're just the man we're looking for — 

Kevin: [Staggering to his feet] Whatev¬ 
er it is, I didn't do it, and if I did, it was by 
mistake. 

Shad: Well, you certainly look like the 
land of guy who's made a lot of mistakes 
in life — like coming to this place for a 
start — where in the universe is this any¬ 
way? 

Kevin: This is the Land of Myth, the 
Realm of Faerie, the Underworld of popu¬ 
lar folklore and dreams, combined and 
comically twisted; it's Murphy’s World. 

GW: Where “If something can go 
wrong, it will?” 

Shad: I knew that. 

GW: Quiet, Shad. A pleasure to make 
your acquaintance, Mr, Davies. May I take 
this opportunity to set the record straight 
regarding yourself and your new game 
company, Peregrine? For example... 

Shad: Isn't it true that Murphy’s 
World was conceived during a week long 
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Interrogations 


drug and drink binge in a hot tub with Pia 
Zadora in Vegas? 

GW; [With a stem glance toward the 
gnome] Shut up, Shad. 

Kevin: [To the Gameweaver.] You can 
call me Kevin. Back in the early 1980*5 I 
began work on a comic series published 
by Warp/Apple called A Hero Named 
Harold; l illustrated it and co-wrote it with 
author Steve Stirling. It was created in 
response to the number of comics and 
books that contained beautiful Elves and 
took these and other fantasy elements 
very seriously. So, I created a tale about a 
bunch of misfit Dwarves who, when sent 
on a mission to find a prophesied champi¬ 
on, happen to select the wrong guy — 
Harry. The place that these Dwarves are 
from, and which Harry is ultimately des¬ 
tined to save, was developed into Mur¬ 
phy's World. 

GW: But how was that setting devel¬ 
oped into a game? 

Kevin: I was introduced to roleplaying 
games back in 1981, after 1 innocently 
inquired at a party what people meant by 
H Level 3\ From the first roleplaying ses¬ 
sion I played I began redesigning the rules 
— it’s a quirk of my personality. By 1983 
I had produced a new RPG system (with 
writing assistance from Steve Stirling). For 
a couple of years I tried to sell it to various 
publishers. Some were not interested in 
looking at a design not created in-house, 
some went bankrupt, and some {like Mar¬ 
vel Comics}, while liking the project, dis¬ 
covered they couldn't consider it for legal 
reasons. 

Thus I decided that the only way that I 
could get this game into the marketplace 
was to publish it myself. 

Shad; So you robbed a bank and — 

Kevin: Actually, I sought a partner 
willing to invest some time and money. It 
is much harder to find someone with these 
qualities and a willingness to take entre¬ 
preneurial risks once people have estab¬ 
lished careers and married. I went through 
several partner candidates and wasted pre¬ 
cious time before I met my current part¬ 
ner, David Brown. 

Shad: Where did you find him, uncon¬ 
scious in a bar? 

Kevin: Actually we did meet in a bar, 
in a hotel during a science fiction conven¬ 
tion. 

GW: And where is Mr. Brown at this 
time? 


Kevin: Unconscious, beneath the 
Gnome — he landed on my partner’s 
head. 

David: Uggggghhhhh... 

GW: Er, well then, I suppose we’ll 
have to press on without him. Please con¬ 
tinue. 

Kevin; By the time we established our 
partnership the market had changed. You 
can no longer sell an RPG system of rules. 
Today you sell a setting, and if you include 
rules, it’s more a bonus than anything 
else. This is because most people use 
either their own rules, or a mish-mash of 
the best they’ve discovered so far. Howev¬ 
er, people are always looking for new and 
interesting places to adventure. 

I considered the many RPG settings I 
had designed over the years, and — with 
some feedback from playtesters — decid¬ 
ed that Murphy's World, the most 
generic and freedorm of the settings, 
would be the best product to launch a new 
game company. 

Dave and I have spent the last year 
going over my original manuscript, adding 
more funny bits, polishing the language, 
and editing the final document. 

GW: But there is more to publishing a 
game than that. Someone still has to illus¬ 
trate the text, design the look of the book, 
and prepare if for printing. 

Shad: Rumor has it that you honed 
your illustration skills as one of the perpe¬ 
trators behind the Care Bear Movie... 

Kevin: Er, well... They forced me to 
do it — with money. Lets not dwell on the 
less savory aspects of my past... 

GW: But what about Ewoks, and 
Droids, the Saturday morning animated 
cartoons? 

Kevin; O.K., fine. Guilty as charged. 
But I have done other things: hardbound 
and paperback book covers, published a 
SF magazine, Miriad, art direction and 
graphic design for advertising,,. 

Shad: So you were converted to the 
Dark Side? 

Kevin: No, 1 was converted to the fact 
that I need to pay the rent. Anyway, while 
we finished the text I began the illustra¬ 
tions for the book. The acrylic cover paint¬ 
ing was done fairly early so it could be 
used for our ads. Most of the interior illus¬ 
trations are produced in a realistic pencil 
style — though many display a sense of 
whimsy. Finally, I assembled the book and 
saw it through the printing process. 


Shad: Do you paint houses? My bun¬ 
galow has a bad case of the peels. 

GW: A job well suited for a certain 
gnome I know. What are your thoughts on 
having done it all yourselves? 

Kevin: It’s been an ordeal. I’m proud 
of the product — the consistency of the 
art and the language. We have other prod¬ 
ucts in production now. I would like to 
begin making use of freelance help; we've 
already begun talking to people. However, 
we must weigh our expenses against our 
cash flow. If things go well over the next 
few months, hopefully I’ll be able to dele¬ 
gate some of the tasks and maybe take in 
a movie. Or perhaps even... a holiday . 

Shad: One last question. We have 
signed affidavits from people suggesting 
that you work ail night and sleep during 
the day — are you a vampire? 

GW: I think well save that question for 
another day Shad. Thank you Kevin. 
Please apologize to David on behalf of 
Shad and me. Now Shad, how do we get 
back to the holding block? 

Shad: Click our heels together three 
times and chant “There’s no place like 
home”? □ 




Volume ill • Number 5 












GAME 


Sinker 


WORKSHOP 


Adventures on the Fly! 


Edited by Jolly R. Blackburn 


What is a Hook, 
line & Sinker? 

Hook, Line & Sinker is one 
of the most popular columns to 
have appeared in SHADIS. For I;: 
the benefit of our new readers, an 1 
HLS is a brief plot-line for an 
adventure presented in a simple 
format. HLS scenarios are gener¬ 
ic and designed to give the Game- 1 
master the seeds for an adventure 
that he can build around. They 
come in handy when the GM 
has nothing else prepared, or 
finds the party has outpaced him | 
and the prepared adventure sud- I 
denly ends. Readers are encour- I 
aged to submit HLS scenarios for 
any genre, F 

Explanation 

Hook. The current situation or 
location of the adventuring party. 

Line. An opportunity for adven- I 
ture that presents itself to the 
party. A fine is normally present¬ 
ed as a short paragraph. Think of 
the line as the “bait” to lure the 
party into an adventure. I 

Sinker. The clincher to the fine. 

The sinker presents the GM with 
a dilemma that makes the situa- | 
tion a true adventure. I 



Damsel In Distress 


Hook: While on a pleasure planet, the 
party is approached by a woman who 
claims to be the kidnapped daughter of a 
noble in the sector. 

Line: She says an enemy of her father 
had her captured and then sold into slav¬ 


ery on this planet. She begs for the 
party’s help, and says there will be a great 
reward for them. 

Any characters who check through 
news databases will discover that a 
noble's daughter, appearing to perfectly 
match the woman's description, disap¬ 
peared several weeks ago, her starship 
found badly damaged and looted. The 
noble has posted a one million credit 
reward for her safe return. 

Sinker: Unless the party is filthy rich, the 
reward should motivate any not swayed 
by her pleas. However, the woman is not 
the noble’s daughter. She was in his 
employ as a double for her, and was suc¬ 
cessful enough to fool her captors. The 
noble posted the reward since it would 
have seemed odd for him not to have 
done so. Getting the woman back to her 
home planet won’t be easy, as the char¬ 
acters will effectively have to steal her, 
and the noble’s enemy will track them 
down to make sure she is not returned. 
During this voyage, she will display sever¬ 
al skills (combat and spy-related) that 
don’t seem quite appropriate for a noble’s 
daughter, 

Brandon Cope 

Ghost Ship 

Hook: The party is aboard a small trad¬ 
ing vessel approaching a bay on route to 

an inland trading port. 

Line: The vessel discovers, among the 
numerous sandbars which must be navi¬ 
gated, a small sea-class ship (a little larger 
than the one the group is on) that has 
drifted into the bay and run ashore on 
one of the sandbars. 

The group, as part of a boarding 
party, find that all the crew members are 
dead including the captain and no real 
explanation for their death. The captain 
will be found stabbed in his quarters, the 
first mate will be found dead looking as 


though he has been severely dubbed to 
death and the ship's cook will have an 
arm missing and has been stuffed into his 
own pantry. The mystery increases as the 
boarding party finds the ship's magic-user 
has been hanged over the masthead. The 
game’s afoot! 

Sinker: This whole incident is based on 
sheer greed. The mystery ship ran onto a 
scuttled vessel at sea and while salvaging 
for supplies and goods they found a booty 
chest. The chest was looked after by the 
magic-user and the first mate. There will 
be a special amulet within a wooden box 
and thus, this is where the fun begins. It is 
an enchanted amulet that gives the wear¬ 
er the ability to sense "truth” in others. 

The amulet is poorly crafted, however, 
and in addition to giving the power of 
truth makes the user insane with para¬ 
noia. The wearer will be convinced that 
others are out to get him. 

In turn, the user will begin to turn any 
reading into some sort of "attack” against 
them and violence may occur with the 
madness. Hence the ship’s crew, out of 
sheer greed, had all succumbed to the 
curse of the amulet of truth. 

Ron Kamack 

A Temple In Need 

Hook: While travelling through the coun¬ 
tryside, the party is approached by a 
small group of men in clerical robes. 

Line: They say that a bandit and his gang 
are on their way towards their temple, 
intent on destroying it as revenge against 
the priests, and they need the party to 
stop the gang. If the party is successful, 
the priesthood will heal the characters 
free of charge at any of their temples at 
any time. 

Sinker: The bandit had brought his dying 
brother to the temple, but when it was 
learned he had received his wounds by a 
bodyguard after the brother had 
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hook. Line & Sinker™ 


ambushed and killed a man, the priests 
refused to help him. When the brother 
died, the bandit swore vengeance, and 
rode off to round up his gang.There is a 
major restriction on the party for dealing 
with the gang; they may not injure any¬ 
one, The high priest is adamant about 
this, since their faith would rather see the 
temple destroyed than blood spilled in its 
defense. While this may seem difficult, 
there are many means (intimidation, 
tricks, magic, etc.) to accomplish this 
goal. 

Brandon Cope 

Mine, Mine, Mine 

Hook: The group travels through a 
canyon and comes upon a Dwarven min¬ 
ing colony in distress. 

Line: Once venturing into the small 
colony the party will learn through a com¬ 
mittee of elders that the miners stumbled 
onto a mysterious underground crypt 
buried deep in the earth. Since finding 
the tomb, the colony has lost more than 
three workers in the past few days, all of 
whom were standing night watch outside 
the mine. They have attributed it to some 
sort of undead spirits who have claimed 
their victims in ire of the tomb being dis¬ 
turbed. 

The Dwarves also conclude that they 
have tried several times to cover up the 
tomb but each time they return to that 
branch of the mine the tomb is uncovered 
again. The colony will pay the party the 
sum equal to ten pounds of raw ore to 
settle the disturbance. 

Sinker: There are no undead or spirits of 
any kind inside the mine. Some fellow 
miners ran into a big vein inside the crypt 
as well as some stored treasure and mean 
to drive off the colony in order to take the 
ore and treasure out! The three missing 
Dwarves are in the conspiracy against the 
colony but have no idea that if they do 
get to remove any treasure (or if the party 
attempts this action) they will raise a 
mummy and his cohorts that will fight to 
protect the treasure from beyond. 

Ron Karnack 

The Reluctant Tutor 

Hook: This is an encounter for a male 
character with an academic (eg;, physi¬ 
cist, historian, etc.) background. While at 
a bar, a waitress shows him a great deal 
of attention. 

Line: Finally, she asks if he can come to 
her apartment later that evening, and is 
very friendly when asking, A few minutes 


later, her sister, a nearly identical twin, 

shows up for work, and does the same 
thing. 

Sinker: The PC will be in for a big sur¬ 
prise when he arrives at the first woman's 
apartment; after she leaves him in the liv¬ 
ing room and says she’s going to be back 
in ‘something more comfortable', she 
returns wearing a sweat suit and carrying 
several books and notepads. It seems that 
she recognized the character from work 
he had published a while back, and want¬ 
ed him to help tutor her for an upcoming 
test. She apologizes for any inconve¬ 
nience it may have caused. If asked about 
her sister, she says that they are both in 
the same class, and have a running bet as 
to who will do better on the test, 

Brandon Cope 

If It Looks Like a Duck and 
Quacks like a Duck... 

Hook: The party comes upon a wander¬ 
ing ogre. 


Line: The ogre sees the party and hails 
them, asking to travel with them. He 
claims he is a paladin under a great curse, 
and it has proven dangerous for him to 
travel alone so far, since others consider 
him a normal ogre and attack him on 
sight. 

Sinker: Appropriate information-type 
spells cast on the ogre will show him to 
have ‘good’ tendencies, that he is not 
lying and that he is indeed under a curse. 
He unable to use any special abilities pal¬ 
adins have, but he is sure the curse is 
responsible. However, there is far more 
going on here. The ogre is, in fact, an 
ogre, albeit one cursed with a wicked 
form of insanity. He firmly believes him¬ 
self to be a paladin and will act according¬ 
ly. If allowed to remain with the party, he 
will prove to be a reliable ally. 

This HLS is intended to test the pre¬ 
conceptions of the typical adventuring 
party, 

Brandon Cope 



the Spare Time Generator 



^not your dice-rolling hand! 

~ Need to equip an army? With 
Table Master your computer will roll 


/ 


up thousand s of magicaI swords! 
Generate gems for a dragon's hoard, 
daily weather for the next year, 
towns and villages and everyone in 
them by name, cargo for a starship, 
a galaxy of planets to take it to, and 
someone to sell it to when you get 
there! TableMaster does the tedious 
work and gives you the time you 
need to use your imagination. 


With TableMaster, you can translate virtually 
any table from paper to silicon. No matter 
what game you play, you can set up any 
table you need for TableMaster. (Of course, 
it comes with dozens of ready-to-use tables, 
too!) Unlike other gamers' aid programs, 
TableMaster lets you do what you need for 
your game, not what some programmer 
somewhere needed for his game. Use It at 
home to help set up, or put it on your laptop 
and take it to the game, it's not just a 
treasure generator, or a character genera for, 
or a world generator 

...its a Spare Time Generator! 

_ \ _ \ 



If your game store does not have TableMaster, send check or money 
order for $25 (Mass, residents add 5% tax) plus $3 shipping. 

Specify 5,25" or 3.5' ‘ 


\ 


Wmtertrcc Software - 6 Colbert Ave. #14 Maynard MA 01754 
(50©) ©97-2073 73223.0S4^c^mpu&crv®.com 


System Requirements; 
MS-DOS 3.3 or later, 512K 
RAM, any video. Hard drive & 
printer helpful but not 
required. Great for laptops! 
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Ponto Forlain 


Occupation: Mercenary 
Skills: Fencing, Tactics, Leadership 
Motivation: To become a famous hero 
Weaknesses: Sensitive, gullible 

Ponto was bom a wealthy aristocrat 
who quickly grew bored with court life 
{although not with the money). So with his 
father’s blessing he set off to seek fame to 
go with his fortune. Unfortunately, Ponto 
spends more time chasing women and 
socializing in local taverns than actually 
chasing adventure. He will more than will¬ 
ingly join a adventuring group whose 
motives seem just. In fact, he will finance 
such expeditions if he believes they will 
bring him the fame he expects to find, 
Ponto is an adequate fighter but his 
strength lies in his ability to plan. He is 
unaware of the fact that he is a brilliant 
taetition, Any adventuring party will quickly 
find that when faced with an encounter he 
acts bravely and with a keen mind. Ponto 
has a magnetic personality and people 
often find themselves drawn into his whim¬ 
sical, almost carefree lifestyle. Once he 
befriends someone he will give his life for 

them but expects nothing less in return, □ 

Steve Reeves 




Darion Gelge 

Occupation: Scribe, Bodygaurd 
Skills: Literacy, HTH Combat, Weapons 
Motivation: Protecting Ponto Forlain 
Weaknesses: Women, Physical Strength 

Darion Gelge is the perfect friend and 
companion for Ponto, Originally hired by 
Ponto’s father to “look after him," Darion 
and Ponto have become fast friends, 
although Darion never forgets his duty and 
has saved Ponto 5 s life more than once, 
Darion is the perfect bodyguard because 
his elven features and educated manner 
hide his skills as a fighter, Darion, like 
Ponto, has become acustomed to late 
nights in taverns wenching and drinking, 
with only the occasional adventure to get in 
the way, Darion has kept a iog of all of 
their adventures with slight artistic embell¬ 
ishments. 

During one adventure they came across 
a dying mage and Darion wrote down the 
man’s last words. What he and Ponto don’t 
know is that the man was giving them 
directions to an undead wizard’s lair. The 
wizard, a powerful Lich, is now searching 
for the pair and the book. Ponto and Dari¬ 
on will very quickly find that they are no 
longer searching for adventure: it’s coming 
to them. □ 

Steve Reeves 



Klink Barrelchest 

Occupation: Adventurer 
Skills: HTH Combat, Dwarf Lore 
Motivation: Heroic Altruism {& money) 

Weaknesses: Lack of tact, suspicious 

Klink is part of a famous adventuring 
group that slew the goddess of spiders In 
her own lair T ending a time of darkness. 
Now, there have been no pressing world- 
saving missions for a while, so he can be 
found travelling from town to town, train¬ 
ing fellow dwarves in the arts of war and 
persona] combat, 

K1 ink’s long time in the spider tunnels 
has made him paranoid of virtually anyone 
except his friends. He expects to be 
stabbed by a poisoned dagger anywhere 
he goes, having been slain by a lucky dag¬ 
ger strike before. While mighty priests 
make death a temporary inconvenience 
for the worthy, the memories of an igno¬ 
ble death keep him wary of any stranger’s 
offers. 

Klink was never good at the art of eti¬ 
quette and can be expected to annoy any 
non-dwarf he speaks to by speaking the 

E lain truth, no matter how inconsiderate a 
uman or elf might think him. 

If a person of the adventuring persua¬ 
sion is looking for a powerful warrior to 
aid a party’s struggles, Klink’s battle axe 
can be hired for a price, though the party 
may not enjoy his brutally truthful com¬ 
ments. □ 

Wayne Wallace 
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Tera Nightshade 

Occupation: Kolat Monk 
Skills: Stealth, HTH Combat, Weapons 
Motivation: World Domination 
Weaknesses: Fear of Magic 

The Kolat Monks are a secret organiza¬ 
tion of warriors dedicated to the eventual 
takeover of the civilized world. Tera 
Nightshade is a Terrorist; she and Dejai 
travel the world enforcing the Kolat’s rule 
through terrorist activities such as assasi- 
nations, kidnappings, infiltration of local 
governments, bribery etc. As a member of 
the Kolat she is a master of disguise and 
deception and she uses this to the best of 
her abilities. 

She currently has lovers in ruling par¬ 
ties of seven major kingdoms and she uses 
these men to manipulate activities in the 
governments to help the Kolat. She and 
Dejai are wanted in almost every kingdom, 
under various names. 

She currently has her sights set on the 
crown jewels. They plan to use them to 
bribe a Dragon into attacking and destroy¬ 
ing the castle of Lord Keltar who has been 
causing quite a bit of trouble for the Kolat 
lately, □ 

John Zinser 



Dejai 

Occupation: Kolat Monk,Assassin 
Skills: Martial Arts,Stealth, Thieving Skills 
Motivation: To become Grand Master 
Weaknesses: Loyalty to Tera 

Dejai is one of the few masters who has 
been trained both as a Monk and an 
Assassin. He is personally responsible for 
over 20 political assassinations, including 
three within the Kolat organization itself 
which furthered his quest to become 
Grand Master of the Kolat. Dejai is a law¬ 
ful warrior and prides himself on the fact 
that innocent people are never harmed 
during his assassinations and other terror¬ 
ist activities. 

For the past three years he has been 
working with Tera and has grown to like 
and respect her. Unfortunately, she is two 
ranks higher in the organization than he is 
and killing her is a sure way to create an 
opportunity to battle for leadership of the 
Kolat. He and Tera often use other crimi¬ 
nals in their schemes as scapegoats as 
they did with Quaglern; almost half of 
their crimes get blamed on other people. 
He is currently involved in a elaborate 
sceme to set up a Baron: he plans to kill 
the Baron's wife and leave the Baron hold¬ 
ing the murder weapon and the blame. □ 

John Zinser 



Aklayvedru 

Occupation: Priestess 
Skills: Dark Elf Tactics, Spider Lore 
Motivation: Serve the Spider Goddess 
Weaknesses: Single-mindedness 

Aklayvedru was one of Klink’s main 
opponents while in the spider tunnels. She 
was only peripherally involved in making 
trouble for Klink's adventuring party while 
she advanced the schemes of the spider 
goddess. Unfortunately, Klink’s party 
made those schemes their business, and in 
an epic battle, Aklayvedru was slain, along 
with her retainers. 

However, death is not always perma¬ 
nent for those of great faith, and Aklayve¬ 
dru was later brought back to life. 

Her goddess has forbidden her to seek 
revenge, and has instead instructed her to 
begin rebuilding the priesthood. Her anger 
has not disappeared, however, and she is 
always examining every dwarf she sees 
while obtaining supplies and allies to see if 
he is the one. She is not always in the 
right frame of mind, so, given enough fine 
wine, she may see an innocent dwarf as 
the object of her hatred and take action. 

Aklayvedru is a brilliant tactician and is 
both intelligent and beautiful enough to 

seduce any man if he has something she 
wants. □ 

Wayne Wallace 
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Quaglern 

Type: Ogre 

Skills: Ferocious fighter 
Motivation: Revenge 
Weaknesses; Fear of Cats 

Quaglarn was the chieftain of a large 
ogre tribe that prospered raiding small vil¬ 
lages and towns. On one of these raids he 
met the adventuring pair of Tera and De)al. 
They struck a deal with the Ogre, talking 
him into using his tribe to attack a small 
keep, which they would let his warriors into 
during the night. The attack turned out to 
be a double-cross. Tera and Dejal made off 
with thousands in gold and gems while the 
ogres were all captured or killed. Quaglern 
was sold into slavery and ended up in a 
pit-fighting arena where he would often be 
pitted against tigers and lions. He escaped 
the arena and now travels the lands in 
search of Tera and Dejal: he plans a slow 
and painful death for both of them. He sur¬ 
vives by thieving from human villages or 
joining wandering adventurers (Good or Evil) 
and working as a mercenary warrior. But no 
matter how good the work is, he always 
leaves to continues his search for the Kolat 
masters who betrayed him, □ 

John Zinser 


Marsha Styom 

Type; Human Mage 
Skills: Powerful Spellcaster 
Motivation:To Find the Tablet of the Sky 
Weaknesses: Distrusts humans 

As a child, Marsha had dreams about a 
strange object that promised to unlock the 
mysteries of the universe. When she came of 
age, the persistence of her dreams led her to 
choose the path of the magi, in order to 
have the best chance of finding the tablet. 

Marsha is very intelligent and disciplined; 
at times her power often exceeded her con¬ 
trol as her rapid comprehesion of magic let 
her unleash greater and greater power. One 
day, an errant cantrip angered a powerful 
merchant, and through his massive charisma, 
he marshaled the town against her. She easi¬ 
ly fled to safety, but not before receiving a 
nasty cut on her left shoulder. Now she 
wears a spiked epaulet both to cover her scar 
and to remind humans that she is not an elf 
to be trifled with. 

Now, she has heard rumors of the Tablet 
of the Sky that have led her to the heroes' 
city. The heroes will hear rumors of a 
haughty mage scaring local citizens, and 
(supposedly) threatening the citizens with 
death. The heroes know they are magically 
outclassed, yet they must do something, □ 

Scott Johnson 


Omnibob 

Type: Loony Adversary 
Skills: HTH combat, riddle-speak 
Motivation; Money, Whimsy 
Weaknesses: Distinctive Features 

Omnibob is an enigma; a dwarf who is 
not predictable in his motivations, and one 
who enjoys teiling gnomish jokes, puns, and 
generally confounding his opponents. 

Omnibob also has a number of magic 
items, including a ring that lets him create a 
sphere of magic-negation about his person, 
and a highly magical hammer that can hurl 
thunderbolts, which he captured when it was 
foolishly thrown at him while his ring was 
activated. 

Omnibob can be found almost anywhere, 
looking for a fun assignment, and is as likely 
to work for a heroic group as a villanous 
group, assuming the mission or amount of 
money attracts his interest. 

While fighting. Omnibob might query his 
opponent as to his quest, his favorite color, 
and/or the airspeed of an unladen swallow. 
Or, he might just punctuate his kilting blow 
with a terribly bad cliche, □ 

Wayne Wallace 
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Each issue Close Encounters of the 
Random Kind (CERK) features random 
encounterfeuent tables which the Game 
Master can simply drop into his current 
campaign. I will try to cover various gen¬ 
res of gaming and keep the information 
generic enough to be used u/i£h any sys¬ 
tem. Readers are encouraged to con- 
tribute to this column or suggest ideas 
and topics for future tables. 

G reetings! This issue’s installment of 
CERK is a little different. Ive become 
in enthralled with West End Games' 
new role-playing game, The World of 
Indiana Jones* Indy is part of their new 
MasterBook series of role-playing settings. 
Here's one movie tie-in worthy of the effort. 

I could hardly wait to crack the box and 
begin exploring fabulous ruins while Nazis 
followed close on my heels. 

So far* West End Games has only 
released the basic game and the first supple¬ 
ment, Rising Sun, which takes Indy to the 
land of the orient. 

I only have one complaint, however. The 
books are almost completely devoid of any 
material on ancient ruins or tombs in which 
the characters can don their pith helmets 
and khakis and get down to some serious 
dungeon crawling, 

West End Gomes has an excellent track 
record for supporting their game lines - so 
Km guile certain such material is forthcom¬ 
ing. But what to do in the mean time? 

My major in college was Anthropology 
and Classical Culture so my personal library 
is predominantly books on culture and 
archaeology. Inspired by need, 1 set about to 
compile a list of ancient sites and ruins wor¬ 
thy of any intrepid explorer. 

While the following random tables were 
written with Indiana Jones in mind, the 
tables will be of use to virtually any gameset¬ 
ting set in the real world. Thus fans of Call 


of Cthulhu, Chill and other systems will 
not feel left out. 

As a bonus, we commissioned Ron 
Jacobs to produce a treasure map for the 
tost Tomb of Turases III. The GM can 
detail and equip the mins to suit the feel of 
his campaign. 

Using the Tables* 

I decided from the outset to keep things 
simple. The following tables allow the GM 
to instantly roll a few dice to determine what 
part of the world and what particular ruin or 
ancient site to place his next adventure. 

If the results do not appeal to you, sim¬ 
ply ignore the results and roll again. Alterna¬ 
tively, of course, the GM can use the tables 
as a handy reference of ancient sites. I’ve 
left it up to the GM research the ancient 
sites. Any decent library will have a horde of 
books on any of the sites Ive listed and can 
provide much more detail and background 
then I could ever hope to do so here. 

One word of note - if any of you are 
inspired by these tables and actually gener¬ 
ate adventures from them, send them on in 
and we will consider publishing them. 

Myth and Magic 

While the following tables were based on 
actual locales, what fun would it be if there 
weren’t at least a few legendary sites or 
relics? Throughout the tables you will notice 
listings with an asterisk (*). These denote 
mythical sites or relics such as King Arthur’s 
tomb, the ruins of Noah's Ark, etc. 

Geographical Region 110201 

1.*...Africa 

2. ....British Isles 

3. .France 

4. . .. .Germany 

5 . .Netherlands 

6 . Scandinavia 

7,...Eastern Europe 


8. .. Iberia 

9. .... ... . .Central Mediterranean 

10. .... . Greece and the Aegean 

11.. .Anatolia/Soviet Armenia 

12. .. .Egypt 

13.Mesopotamia/Arabia Gulf 

14. .. .Syria/Palestine 

15. .... .India 

16 *.South East Asia 

17 .....North America 

18 . Mesoamerica 

19. ...South America 

20. . .Undersea 

Africa (ids] 

T . ... ... .Olduvai Gorge 

2. . .. Olorgesailie 

3. ................... .Kalambo Falls 

4. - .Ife 

5. ................. .... .Zimbabwe 

6. ... Tassili n’Ajjer 

7. 0 rakensberg 

8.King Solomon s Mines* 


British Isles (ids; 


1 . 


2. 




4. 

.Hetty Pegler s Tump 

5. 


6. 


7. 


O 

* # *■ # * B * ■> 1 1 Ip: 

.King Arthur's Tomb* 

France iidsi 

1* 

..Les Eyzies 

2. 


3. .. 


4 . 


5 

........ .Grotte des Fees 

C 

b r«B 

. .Camac and Locmariaquer 

7. 

. . .. ..Vix 

0 

B ft I ft B ft * m m m m. 

..Underground Paris* 
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Close Encounters of the Random Kind 


Germany ]iD 6 ] 


1. .Weinberghohlen bei Mauem 

2 . ........ .Rijckholt-Sint Geertruid 

3 .. .Toterfout-Halve Mijl 

4, .The Heuneburg 


5, . .Hitler’s Eagles Nest (hey, could be fun) 

6. ............ . .Charlemagne s Tomb* 

Scandinavia |iD 4 | 


1. .................. .Rock Scribings 

2..... .Megalithic Tombs 

3. ...................Lindholm Hoje 

4. Trelleborg 

Eastern Europe iidsi 

1. ... .Mezhirich 

2. . Karanovo 

3. .. .Stara 

4. ... .Kujavian Megalithic Tombs 

5. ... .Biskupin 

6. Zavist 

7. . .....Nowa Slupia 


3. ............. ■■ .. .Sarmizegefhusa 

Iberia (Spain) |iD6j 


1.Altamira/Cantabrian Caves 

2, .... . .Los Millares/El Argar 

3. ..Lower Tagus (Early Iron Age} 

4...Tartessus 

5. .... .Uilastret 

6...Citania of Briteiros 


Central Mediterranean [idioj 



...Grotta Add aura 

.. .Matera 

............. .Val Comnica 

.Castello di Lipari 

. . .....Pantalica 

.Gola del Sentino 

................ .Belverde 

Lost Tomb of Augustus Caesar* 

.Tomb of St. Peter* 

.Catacombs of Rome 


Greece and the Aegean iidioi 



. . . .. .Dimini 

........... , Lenta 

.. .Mycenae 

.Orchomenos and Gla 

..Tiryns 

........... .Pylos 

, *.. . .Knossos 

. . .Tombs of Kamilari 

. . .,.Mallia 

. ,.Kato Zakro 


Anatolia/Soviet Armenia smtoi 

1. .......Troy 

2... .Ktiltepe 




.... .Gordion 
* .Catal Huyiik 
. .Beycesultan 
. .Alaca Htiytik 
, . . .Yazilikaya 



Karmir-Blur 


Egypt [iD20] 



..... .Sakkara 

........ . Giza 

... .Beni Hasan 
.......Kamak 

Western Thebes 
...... .Abydos 

... .El-Amama 
....... .Tams 

... .Abu Simbel 
.........Edfu 

..Dendera 

..Aswan 


13. 

14. 


1- ! 1 + ■ 


1- 


.Semna 

.Kerma 


15. . . .....Meroe 

16.....Luxor 

17. .... .Philae 

18. .............. .Valley of the Kings 

19. .. , .Library of Alexandria* 


20. . . .Lost Tomb of Turases IE* (see map) 


Mesopotamia/Arabia Gulf [iD20| 



«■ 





.. .Babylon 

. ..Tell Harmal 

Noah's Ark (Turkey)* 
..........Nineveh 

..Hatra 

.Hasanlu 



17. .. .Nimrud 

18. .. .Bahrain 

19. ..... .Choga Zanbil 

20. .. Khorsabad 


Syria/Palestine iidioj 

1. .. .Mount Carmel 

2.....Jencho 

3. ........ . .Byblos 

4. .. ..Ras Shamra 

5. .... .Hazor 

6. ........................ .Qatna 




. .Masad 
.Lachish 


Jerusalem 


India riD4i 


1- .Harappa 

2... . Mohenjo-Daro 

3. .. .Hastinapura 

4. .Taxila 


South East Asia |iD 6 i 



.Pan-p'o-ts'un 

i .*.*.»*»** .Anyang 
. . .Great Wall of China 
.Nonakado Stone Circle 

... Toro 

...... Jshibutai Kofun 


North America iidsj 


1. 

2. 

3. 

4. 

5. 

6 . 

7. 

8 . 


Desert Caves (Arizona) 
. . . . .Adena-Hopewell 

.. .Snake town 

.. . .Mesa Verde 

..Pueblo Bonito 



Mesoamerica iidioi 



5. 

6 . 

7. 

8 . 
9, 
10 


. . .Teotihuacan 

...Chotula 

. . .Monte Alban 




. . .Tenochtitlan 
. . ,La Quemada 
...... .Uxmal 


South America [idio] 

1. .. .San Agustin 

2. ... .Chavin de Huantar 

3. ...Tiahuanaco 

4* .....................Chan t^hao 

5 t ...Machu Picchu 

6.... .Cuzco 

Undersea 


Undersea sites can be determined by the 
GM. Possiblities include, Atlantis, Lyonesse, 
ancient shipwrecks etc. 


Villains 

The typical Indy adventure usually 
involves beating the bad guys to a major 
relic or treasure. The following is a brief list 


— 
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Close Encounters of the Random Kind 


of possible villains to throw against your 
players. 

Nazi Germany* Indy has already run up 
against these guys and they fit the bill as the 
perfect villains* Various Nazi officials such as 
Goering and Hitler himself were avid collec¬ 
tors of artwork and archaeological treasures, 

The players are likely to run across the 
paths of Nazi collectors around the world* 

Imperial Japan. Japan of the 1930s 
and 40s controls a broad area of the South 
Pacific and the archaeological sites that lay 
hidden there* West End Game's Rising 
Sun supplement for Indiana Jones is an 
excellent source book for adventures dealing 
with this part of the world. 

Various Cults, The players are likely to 
run up against various cult groups on their 
explorations. Certain relics and artifacts 
from ancient cultures would have religious 
significance to many cultists. 

Unethical Archaeolgisfs. The world is 
filled with private collectors and archaeol- 
gists who seek fame and fortune rather than 
scholarly pursuits. Players with more noble 
intentions, may find themselves competing 
with such undesirables. 

Relics and Artifiacts 

What would an Indiana Jones adventure 
be without a legendary artifact or two to 
spice things up? The following list should 


help inspire the GM when designing his 
adventures. 

Noah's Ark. For years rogue scientists 
and explorers have claimed the remains of 
the Ark lie high in the mountains of Turkey. 
The Ark could make a very interesting 
adventure - who knows what secrets it 
holds? 

Fountain of Youth. The Spanish con¬ 
quistadors chased rumors of this elusive 
fountain throughout the Americas. Perhaps 
a fragment of a Mayan codex is uncovered 
containing clues to its hidden location. 

Seven Cities of Gold, A strange stellae 
is uncovered deep in the Brazillean jungr les 
which bears a remarkable inscription and 
map leading to the ruins of one or more of 
the fabled cities of gold* 

Excalibur, The players stumble upon 
proof that King Arthur actually existed and 
ruled ancient Britain. After stripping away 
the myth from the tale, it’s obvious that 
King Arthur’s tomb lays intact and beneath 
the streets of a modem English city* Fur¬ 
thermore, the clues seem to indicate that 
the legendary sword of Excalibur lies in the 
tomb. The magical sword has real powers 
and suddenly there is a race with several vil- 
lianous factions to obtain the sword first. 

Holy Grail, This relic was handled nice¬ 
ly in the third Indiana Jones movie. No rea¬ 
son the GM couldn't rework the story as an 
adventure. 


Ark of the Covenant. Again, this relic 
was covered in the first movie. However, it 
now lies burial in the fabulous warehouses 
beneath the Smithsonian Institute where it is 
just crying out for an evil-doer to steal it 
away renewing the adventure. 

Christ's Robe. This mysterious purple 
garment was stolen from a Hungarian 
monastery where it was cared for and 
revered for nearly two thousand years. 

The players are called upon to retrieve 
the artifact by the monks who offer a valu¬ 
able ancient document as a reward. 

King Arthur's Crown. This interesting 

relic is wanted by a private collector who 
will stop at nothing to retrieve it from its 
resting place. The players stumble upon the 
plot and set out to intercept the crown or to 
find it first. 

The Necronomicon. As mentioned 
before, this article can easily be used in Call 
of CthuUiu. The players locate a copy of 
the Mad Arab's original book which leads 
them into the world of Lovecraftian horror. 

In dosing, i’d like to point out that the 
random tables you find in CERK can eas¬ 
ily be used in Wintertree Software's 
Tablemaster program * Permission is 
granted for readers to input CERK tables 
into such programs . □ 



ILLUMINATI 


FOUR TIME WINNER 
OF THE ORIGINS AWARD FOR 
BEST PBM GAME OF THE YEAR! 

Based on the wildly popular card game by Steve Jackson Games, 
ILLUMINATI PBM. is a game where ail conspiracy theories are true! Yes, the 
Little Green Men control the Post Office: the Pod People control the IRS; the KGB 
controls the Boy Sprouts; and the Dead Rock Stars control the Moral Minority! 
And YOU are one of the secret organizations trying to take over the world! 
Write for a FREE catalog, or send $2 for the rulebook, or $8 for the rules to al! ouf 
Play -By-Mail games. We accept Mastercard, Visa & Discover. 

B * 

Flying Buffalo Inc. 

P.O. Box 1467, Scottsdale , AZ 85252 

ILLUMINATI & rhe all-seeing pyramid are registered trademarks o 1 
Steve Jackson Games me & are used with permission 
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Op \iy Sleeve 

The World of Card Games 


Edited by David Williams 



T he highlight for Up My Sleeve this 
issue is a board game using variant rules 
for use with Magic: the Gathering™. 
The Conquering was designed as a 
multi-player board game and adds a com¬ 
pletely new twist to Magic. It provides a 
fresh, new way to use your cards. The map- 
board for The Conquering was drawn by 
Mark Poole, while the rules and game 
mechanics were created and developed by 
yours truly. The response during playtesting 
has been uniformly positive, and we’re 
pleased to pass this variant on to you. You 
can expect to see optional rules and other 
variations for The Conquering in future 
issues. 

The big news in card games recently is the 
release of two anxiously awaited games: Star 
Trek: The Next Generation customizable 
card game, and Illuminati: New World 
Order* 

INWO (as Steve Jackson has nicknamed it) 
was scheduled for release on December 16th, 
and should be in stores right now if everything 
stayed on schedule. INWO is the collectible ver¬ 
sion of Sfeue Jackson Games ' classic (and out 
of print) Illuminati game, and continues the 
conspiracy into the new collectible card game 
market. Advance sales of INWO are reportedly 
very high, and it may be difficult to get in on the 
first run of this game. I had the opportunity to 
playtest it at GenCon , and I am very much look¬ 
ing forward to getting back into this delightfully 
warped game. 

Star Trek: The Next Generation went 
on sale in the middle of November and sold out 
within days almost everywhere. Between the 
established Star Trek fan base and an 
extremely limited print run (rumored to be only 
25 million cards), these cards disappeared at 
warp ten, and have appreciated drastically 
already. The cards are gorgeously designed and 
represent (with pictures and stats) characters, 
ships and missions from the series, providing 
the Star Trek ambiance with each game. The 
game’s primary drawback is the “Rich Man” ; 
syndrome whereby the person with the most 
money to spend on cards is going to win the 
most games. 

However, the rules are well designed, the 
play is smooth, and the pictures from the series 
as well as the “solve the problems of the uni¬ 


verse to win the game” objective will please 
anyone who enjoys the tv series. The second 
printing of this game is due out before Christ- 
mas and may be available as you read this. It is 
rumored to be an equally small print run. 

Fallen Empires, the fifth Magic: the Gath¬ 
ering expansion, began releasing in the middle of 
November, Early response has been generally 
favorable, and a variety of new (and distressing) 
card combinations have already been observed in 
play. While the first shipment sold out fairly quick¬ 
ly, Fallen Empires has a huge print run and will 
continue to be shipped into next year. There are 
about three times as many FaOen Empires cards 
being printed as all of the other expansions com¬ 
bined. 

The Magic CD-Rom computer game (for 
IBM) by MlcroProse is due out in the spring of 
1995. Not too much information has been offical- 
ly released, but the game is reported to permit the 
play of games and tournaments on the Internet. A 
certain number of cards will be available to you 
when you buy the game Mocked from the CD). 
All of the cards already out will be included, and 
MicroProse planed to incorporate each expansion 
as they come out. 

TSR released the second expansion for 
Spelifire in November: The Dragonlance 
Chronicles* Based on the extremely popular 
series of books by Margaret Weis and Tracy 
Hickman which were also used as a series of 
modules for AD&D*; aU of the characters and 
magical items from the series are back and 
ready to play. 

On the Internet, the re-organization of the 
Usenet newsgroups involving collectible card 
games passed with a resounding "YES", The 
bulletin-boardHike groups that used to be 
rec * games * deckmaster are now broken 
down into more groups that do not use trade- 
marked names in their titles. Look for Magic 
discussions in rec * games * trading- 
cards .magic and for Jyhad on 
rec.games * trading-cards * jyhad. 
Steve Jackson himself has left his self-imposed 
exile from the “deckmaster” groups and has 
been a presence on rec .games. trad¬ 
ing-cards ,misc. While only Magic and 
Jyhad have their own groups at the moment, 
expect any game receiving too much traffic to 
get its own group as well. 


Look for a special edition of SHADES to 
come out early next year devoted entirely to 
the collectible trading card phenomenon. As 
with all other issues of SHADIS, this issue wall 
focus on being a gaming tool, rather than just 
being a source of information. If you enjoy The 
Conquering, you can look forward to the 
game boards and rules that we will be including 
in future issues for use with a// of your col¬ 
lectible trading cards. 

In closing, 1 would like to thank James For¬ 
est of Dark Forest Gaines in Garemont, CA 
for providing the Ravenloft list last issue. 

Dave Williams 


Single Card Strategies 

This Month's Card: LllfC 
By Jeff Scott Franzman 


This green enchantment can be placed upon 
any creature for the cost of 2 green mana and 1 
colorless. Once in effect, all creatures which the 
Lure-bearing creature faces on the attack are 
required to block, drawn by its irresistible pull. 
The uses of this spell are many. 

Since the earliest wars between the Magi, 
Lure has been placed upon the Thicket Basilisk 
to create a killing machine of monstrous pro¬ 
portions, Absolutely every creature capable of 
blocking the Basilisk will be slain in this manner, 
and there is precious little one can do to avoid 
the effect 

The Necromancers have an equally effective 
combination in placing the Lure upon the infer¬ 
nal Medusa, with the additional benefit of having 
the combination immune to the effects of Terror. 
In more specific cases, the combination of Lure 
and the Abomination may also prove useful. 
Though walls may be immune to the Medusa and 
Basilisk, they enjoy no such benefit against the 
Abomination. 

The Lure is not, however, limited to use as a 
creator of creature-sweeping combinations. 
Any color can make effective use of the Lure, 
depending on the situation. Placing the Lure on 
a Regenerating creature before an attack can 
cause a great deal of consternation on the part 
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of an opponent. Lure on a Drudge Skeleton can 
be devastating when the Drudge Skeleton is 
attacking alongside several Murk Dwellers. The 
death of the creature is meaningless: it can am¬ 
ply regenerate, maintaining the Lure. 

On the attack, one can also place the Lure 
on a creature of rather insignificant proportions. 
Anything from Mons 5 s Goblin Raiders to a 
Samite Healer will do. Once the blockers have 
been declared, and your horde of creatures is on 
the march, use the Maze of 1th to untap the 
Lured creature. Your creature will be ready for 
use again the next turn, while your armies crash 

into the undefended Mage, 

One can also 'jury-rig' the Thicket 

Basilisk/Lure combination by applying the 
enchantment Venom to a suitable creature, and 
then applying the Lure, In this manner, one can 
mimic the ability of the Basilisk without actually 
having to bring one into play. 

Another method which one can use to foul 
the defence of an opponent is through the care¬ 
ful use of the Aisling Leprechaun. Place a Lure 
on the Leprechaun, and then use a 'Lace to 
change the colour of the spell from Green. At 
this point, apply a Green Ward. Once this has 
been completed, you have a 1/1 creature which, 
on the attack, turns all defenders into Green 
creatures, incapable of harming the Leprechaun. 

If placed early on in a duel, Lure can greatly 
increase the destructive potential of creatures 
such as the Sengir Vampire. When there is little 
opposition, a Lured Vampire can slowly feast 
until it is at a stage where nothing short of a 
Swords to Plowshares will end its rampage. 

Note that the Khabal Ghoul can benefit 
greatly from the end results of a Lured creature's 
rampage. A Lured Basilisk can send close to half 
a dozen creatures to the graveyard with ease, 
pumping the Ghoul to horrific levels. In the 
same vein, a creature who posses the ability of 
Rampage, such as the Wolverine Pack, can be 
highly destructive when the Lure is placed upon 
them. The power levels they can achieve will vir¬ 
tually ensure the destruction of any creatures 
they face. 

Dealing with a Lure is somewhat more prob¬ 
lematic, Any spell which deals with Enchant¬ 
ments will serve adequately enough, but if these 
are unavailable, problems can arise. Combina¬ 
tions such as the Lure and Infernal Medusa, or 
the Thicket Basilisk can be dealt with by placing 
Flight or Fear on the Lured creature. The dam¬ 
age they inflict upon you when they get through 
is more than likely preferable to the damage 
they could cause to your defensive line. Along 
the same lines, if you possess Dwaiven Warriors, 
they can be used to make your opponent's 
Lured creature unblockable (providing the power 
hasn't been boosted as above). S ailing this, any 
spell which will tap creatures during your oppo¬ 
nent's turn ootid be used to save your creatures, □ 


Strategy For Powermac! Control Freaks 
Tips for Trident Inc. s On The Edge 

by Greg Stolze 


(Warning: This strategy piece contains one 
piece of deliberate disinformation. -GS] 

In On The Edge, you're a ruthless conspira¬ 
tor with a subtle and wide-reaching grasp, work¬ 
ing behind the scenes to achieve some unguess- 
able goal. Unfortunately, you’re not the only 
devious plotter in town. 

Characters are the key to victory. With a 
very few exceptions, characters have pull that 
turns into influence, and influence is what wins 
the game. The player who wins is the player 
who can get the most pull-bearing characters 
into play and protect them while they pump up 
the influence, This is easier said than done, 
however. Since you lose influence when a pull¬ 
bearing character dies, you also need to protect 
your characters — and it doesn't hurt to be able 
' to wipe out your enemies as well. 

Basically then, we have three kinds of cards; 
pul! cards (resources and characters with pull), 
stabbers (bloodstained meatheads, good for 
killing things) and blockers (characters who don't 
mind taking a knife in the gut for The Boss), 
Each of these will be dealt with in turn. 

The first, and most important, are the pull 
cards. Resources are necessary because they 
cost nothing to put down and can bring in other 
cards. If you don't get a Resource out on your 
first turn, you're way behind from the start* One 
way to crash and bum is to have a hand full of 
high powered, high pull, high cost cards — and 
not have the resources to access them. On the 
other hand, you can also croak out by having a 
table full of unused Resource cards* 

The best ratio I’ve found is; one fifth of your 
deck should be Resource cards. Your deck will 
work much better if you have “themes 51 to it. 
Since cards often work together, a Glug/Comp- 
ton/Entrepreneur deck is probably going to be a 
better deck than one dial was assembled by just 
grabbing characters with high scores and funky 
powers. 

The more important kind of pull card is the 
pull character, because they can bring influence 
for victory. You want your deck to be heavy on 
them — another fifth or more. Don't be dazzled 
by high-cost, high-pull heavies — it's the one 
point wonders that are the backbone of your 
conspiracy. Getting out a one cost, one pull 
character on your first turn means you can 
crank him or her to get out another one cost, 
one pull character, and so on and so forth. Like 
a string of firecrackers, each sets off the next; 
voila! Instant inbig ue! The most common one 
point/one pull characters tend to Entrepreneurs 
and Artists. 

The next level to your conspiracy is the all- 
pain-no-gain, atl-guts-no-brain, “you want I 
should put him in the car compactor now?" 


types; I call them stabbers. This can be a high 
attack type, a character who's been loaded 
down with gear (gear are cards that make a 
character tougher), or a character with sneaky 
abilities that enable them to attack effectively* 
Compton cards and Astral cards tend to be 
good stabbers, 

Blockers are there to counteract an oppo¬ 
nent's stabber. These are characters with high 
defense scores. Being immune to different 
effects doesn’t hurt either. Don't crank these 
guys; otherwise they can be bypassed. Keep 
them in front of your pull cards and try not to 
let them be controlled, Glugs make excellent 
blockers because they're immune to just about 
everything. 

Gear, conditions and whammies are nice, 
but not fundamental; in a 40 card deck, I find 
that 5 of these cards are enough. Gear is mostly 
good for altering combat in the long term, so it 
should go on stabbers and blockers* Some 
whammies and conditions can avoid the effects 
of combat altogether, but often work one time 
only. Finally, many of the best conditions and 
gears can only be called if you have certain 
types of cards in play; you can only put Terrors 
on someone if you have Astral or Compton 
cards, and you can only get Seklut Poison if you 
have Glorious Lords* If you've picked theme 
for your deck, it will make choosing your gcat 
much easier. 

When you actually get into play, use the fire 
cracker effect; cranking a one cost/one pull ca» 
to summon another, etc. Just remember tlv 
these firecracker strings should end with acti 1 * 
blockers for each rank. 

As soon as you can, start putting pressure oi 
your opponent* Cripple pull to prevent yout 
opponent from being effective, If you've got < 
Sabotage (which wipes out a resource) in your 
hand early in the game, play it as soon as possi- 
ble; if you hold it back waiting for a rare 
resource like “The Throckmorton Device" or 
“Red Orca," your opponent will be able to 
crank “A1 Amarjan Friends 51 six or eight times 
In multiple opponent play, it's best to pace 
yourself and play conservatively; any player who 
throws out four pullers and starts racking up 
influence early is going to become the designat 
ed whipping boy. if you scare them, they 5 ll gang 
up on you* It's much better to play a 11 Why 
don't you and him fight?' 5 game. 

Good luck, conspirator, and remember; if 
any of these strategies backfire, it’s a teaming 
experience to teach you the value of disinforma' 
tion. □ 
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Star Trek: the Next Generation 


KEY 

C: Common, U: Uncommon, R: Rare 
F K R N: Feds 1 Kfingons, Romuians, or Non- Aligned 
* = Universal Cards 


MISSION CARDS 


□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 


□ 

□ 

□ 

□ 


R 

U 

C 

u 

R 

u 

u 

R 

C 

R 

R 

R 

U 


□ R 

□ C 


U 

R 

R 

R 


□ R 

□ C 

□ R 

□ R 

□ R 

□ R 

□ R 

□ R 

□ R 

□ R 

□ U 

□ R 

□ R 

□ R 

□ U 

□ C 

□ c 

□ u 

□ R 

□ U 

□ R 

□ U 

□ R 

□ R 

□ R 

□ C 

□ C 

□ R 

□ C 

□ R 


Avert Disaster. F— 

Cloaked Mission . -K- 

Covert Installation .—R 


Covert Rescue 
Cultural Observation 
Diplomacy Mission . 
Evacuation. 




F 

F 

F 

F 


R 


Excavation .F-R 

Explore Black Cluster.FK- 

Explore Dyson Sphere.F— 

Explore Typhone Expanse.-KR 

Expose Covert Supply.—R 

Extraction.—R 

Fever Emergency .-K- 

First Contact.F— 

Hunt for DNA Program .FKR 

conia Investigation .—R 

nvestigate “Shattered Space” ..R 
nvestigate Alien Probe .—R 


nvest 

nvest 



nvest 

nvest 


Invest 


gate Anomaly.FKR 

gate Disappearance.F— 

ance.,-K- 

gate Massacre.F-R 

gate Raid.—R 

gate Rogue Comet.F— 

gate Sighting .F-R 

Investigate Time Continuum.F— 

Khitomer Research .—R 

Krios Suppression.-K- 

Medical Relief ..-K- 

New Contact.-KR 

Pegasus Search .FKR 

Plunder Site.-KR 

Relief Mission.-KR 

Repair Mission .F— 

Restore Errant Moon .F— 

Sarthong Plunder..-KR 

Secret Salvage.-KR 

Seek Life-form.-K- 

Slrategic Diversion.—R 

Study biole In Space’.FK- 

Study Lonka Pulsar ..—R 

Study Nebula .F— 

Study Plasma Streamer .FKR 

Study Stellar Collision.FKR 

Survey Mission .-K- 

Test Mission.FK- 

Wormhole Negotiations.FKR 


DILEMMA CARDS 

□ U Alien Abduction 

□ U Alien Parasites 

□ C Anaphasic Organism 

□ R Ancient Computer 

□ C Archer 


□ R Arm us - Skin of Evil 

□ R Barclay’s Protomorphosis Disease 

□ U Birth of “Junior” 

□ R Borg Ship 

□ U Chalnoth 

□ U Cosmic String Fragment 

□ R Crystalline Entity 

□ R Cytherians 

□ U El-Ad re I Creature 

□ C Female’s Love interest 

□ U Firestorm 

□ U Gravitic Mine 

□ U Hologram Ruse 

□ U Hyper-Aging 

□ C Iconian Computer Weapon 

□ C Impassable Door 

□ R KtarianGame 

□ C Male’s Love Interest 

□ U Matriarchal Society 

□ C Menthar Booby Trap 

□ C Microbfotic Colony 

□ C Microvirus 

□ U Nagilum 

□ U Nanites 

□ U Nausicaans 

□ U Nitrium Metal Parasites 

□ U Null Space 

□ C Phased Matter 

□ U Portal Guard 

□ R Q 

□ U Radioactive Garbage Scow 

□ U Rebel Encounter 

□ U REM Fatigue Hallucinations 

□ U Shakajwhen the Walls Fell 

□ U Tarellian Plague Ship 

□ R Temporal Causality Loop 

□ R Tsiofkovsky Infection 

□ U Two-Dimensional Creatures 

□ R Wind Dancer 

ARTIFACT CARDS 

□ R Betazoid Gift Box 

□ R Horga’hn 

□ R Interphase Generator 

□ R Kurlan Naiskos 

□ R Thought Maker 

□ R Time Travel Pod 

□ R ToxUthat 

□ R Varon-T Disruptor 

□ R Vulcan Stone of Gol 

SHIP CARDS 

□ C Combat Vessel* .—N 

□ C D’deridex*.—R- 

□ R Devoras..—R- 

□ C Federation Outpost.F*— 

□ R Haakona ....—R- 

□ U HusnockShip* .—N 

□ C Klingon Outpost .-K— 

□ R IKCBortas. -K— 

□ R IKCBuruk...-K— 


□ R 

IKC Hegh’ta. 

.-K- 

□ C 

IKCK’Vort*. 

.-K- 

□ R 

IKC Pagh . 

.-K- 

□ R 

IKCQuVat. 

.-K— 

□ C 

IKC VoTCha*. 

.-K- 

□ U 

IKC Vorn ... 

#***#*»*K 

□ R 

Khazara. 

.— 

□ C 

Mercenary Ship*. 

.—N 

□ R 

Pi 


□ C 

Romulan Outpost .... 

.-R- 

□ c 

Runabout*. 

F— 

■ * * «■ * * * * 

□ c 

Science Vessel*. 

.—R- 

□ c 

Scout Vessel*. 

.-R- 

□ c 

Type VI Shuttlecraft* .. 

.1^- 

a r 

USS Brittain. 

.F— 

□ R 

USS Enterprise. 

.F— 

□ C 

USS Excelsior*. 

.F—- 

□ c 

USS Galaxy*. 

F— 

•i i # # ■ i * • R 

□ R 

USS Hood. 

.F— 

□ C 

USS Miranda*. 

.F~ 

□ c 

USS Nebula. 

.F- 

□ c 

USSOberth*.. 

.F~- 

□ R 

USS Phoenix. 

.F— 

□ u 

USS Sutherland. 

.F— 

□ R 

USSYamato. 

.F— 

□ C 

Yridian Shuttle*. 

.— N 

□ c 

Zibalian Transport* ... 

.— N 


PERSONNEL CARDS 


□ R 

Albert Einstein. 

.F— 

□ U 

Alexander Rozhenko .. 

ttillili V 

□ R 

Alidor Jarok. 

.-R- 

□ R 

Alynna Nechayev .... 

.F— 

□ U 

AlyssaOgawa. 

F — 

« 1 1 >■ 1 ■ 1 4-1 

□ U 

Amarie. 

. Nl 

□ R 

B’etor. 

.-K- 

□ C 

B’iJik . 

.-K- 

□ U 

Ba’el . 

.-K- 

□ U 

Baran . 

..—N 

□ C 

Batrell*. 

.-K— 

□ u 

Benjamin Maxwell .... 

.F— 

□ R 

Beverly Crusher. 

.F— 

□ U 

Bochra. 

.-R- 

□ u 

Bok . 

. —N 

□ c 

Calloway* . 

.F— 

□ C 

Christopher Hobson*.. 

...F— 

□ c 

Darian Wallace*. 

.F— 

□ R 

kr UlU *■ * i- * * * ■ ■- i- * * * -I * a 

***»**%■ F 

□ R 

Deanna Troi . 

. F— 

□ U 

Devinoni Ral . 

. —N 

□ C 

Divok* . 

. -K- 

□ C 

Or. Farek* . 

. —N 

□ R 

Dr. La Forae . 

. F— 

□ R 

Dr. Leah Brahms . 

. F— 

□ U 

Dr. Reyga . 

. —N 

□ U 

Dr. Selar . 

. F— 

□ c 

Dukath* . 

. -K- 

□ R 

Duras . 

. -K- 

□ u 

Eric Pressman . 

F — 

******* *U 

□ u 

Etana Jot 

******* 

□ u 

Evek . 

. —N 

□ u 

Exocomp* . 

_ F— 
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Up My Sleeve 


□ u 

Fek’lhr*. 

... .-K- 

□ u 

Fleet Admiral Shanthi _ 

... .F— 

□ c 

Galathon* . 

...R- 

□ R 

Geordi LaForge. 

... ,F— 

□ c 

Giusti*. 

... .F— 

□ c 

Gorath*. 

... .-K- 

□ c 

Gorta* ..- - 

....—N 

□ R 

Gowron t ,.. 

4 1 * 

□ U 

Hannah Bates. 

... .F— 

□ u 

Ishara Yar... 

... — N 

□ c 

J’Ddan*. 

... ,-K— 

□ c 

Jaron 

■ * * .-Ft- 

□ R 

Jean-Luc Picard . 

_F— 

□ U 

Jenna D'Sora.. 

4 4 4 

□ c 

Jera*. 

... -R- 

□ u 

Jo’Bril .. 

....—N 

□ R 

K’Ehleyr. 

... .F— 

□ U 

K’mpec . 

... .-K- 

□ U 

KTal . 

... .-K- 

□ c 

KTesh*. 

... .-K- 

□ u 

K’Vada. 

... .-K- 

□ R 

Kahless. 

... .-K- 

□ u 

KareelOdan . 

... .F— 

□ R 

Kargan. 

... ,-K- 

□ U 

Kell . 

... ,-K- 

□ C 


... .-K- 

□ c 

Kle^g*. 

... .-K— 

□ u 

Konmel **+■■«********** 

_-K— 

□ u 

Koral. 

... .-K- 

□ u 

Koroth. 

... ,-K- 

□ u 

Korris. 

.. .-K— 

□ c 

Kromm*. 

... .-K- 

□ R 

Kurak. 

... .-K- 

□ R 

Kum. 

... .-K- 

□ U 

L’Kor. 

... .-K- 

□ R 

Leah Brahms. 


□ c 

Linda Larson* . 


□ R 

Lursa. 

... ,-K- 

□ R 

Lwaxana Troi. 

... .F— 

□ c 

Mcknight* . 

... .F— 

□ R 

Mendak ,. ■ *... 

. ,..—R- 

□ c 

Mendon* .. 

P_ 

□ U 

Mirok.. 

... .-R- 

□ u 

Morag . 

... ,-K— 

□ R 

Morgan Bateson.. 


□ U 

Mot The Barber. 

_F— 

□ u 

Movar. 

... .-R- 

□ u 

N’Vek . 

....—R- 

□ c 

Narik* .. 

....—N 

□ R 

Neela Daren . 

... .F— 

□ U 

N 8 fBl ***4**«t*444 ***# >*» 

♦. * -—R- 

□ U 

Nikolai Rozhenko . 


□ U 

Norah Satie. 

....F— 

□ U 

Nu Dbq i «* * ..... < 

.K_ 

4*44 1% 

□ u 

Orpft 

. ., N 

□ c 

Palteth*.. 

... R- 

□ u 

Pardek. 

... R- 

□ u 

Parem . 

,, . — R- 

□ R 

Reginald Barclay . 

... .F— 

□ R 

Richard Galen . 

... .F— 

□ U 

Riva . 

... .F— 

□ R 

RoLaren . 

... .F— 

□ R 

Roga Danar . 

.... —N 

□ R 

Sarek . 

... .F— 

□ R 

Satelk . 

... .F— 

□ R 

Sela . 


□ c 

Sefok*. 

... R- 


□ 

R 

Shelby. 

.F— 

□ 

C 

Simon Tarses*.. 

F— 

□ 

R 

Sir Isacc Newton 

4 4 * # # 4 # 4 * 4 4 4 -1 1 ~ 

□ 

U 

Sima Kolrami... 

. F— 

□ 

C 

SitoJaxa* . 

. . 

□ 

u 

Soren. 

. 1 ^- 

□ 

u 

T’Pan. 

.F— 

□ 

u 

Taibak. 

.-R- 

□ 

c 

Tar . 

..F— 

□ 

c 

Takket*. 

.-R- 

□ 

c 

Tallus*. 

— R- 

li4flV I«tni«ii 1( 

□ 

R 

Tam Etbrun .... 


□ 

C 

Tarns*. 

—R- 

** 4 414444***4 II 

□ 

R 

TashaYar. 

. 1 ^- 

□ 

C 

Taul*. 

—R‘ 

□ 

C 

Taurik*. 

.F— 

□ 

u 

Tebok .... 

.-R- 

□ 

c 

Thei* . 

. -R- 

□ 

R 

Thomas Riker .. 

. F— 

□ 

U 

Toby Russell ... 

. F— 

□ 

U 

Tokath . 

. R- 

□ 

R 

Tomalak . 

. -R- 

□ 

c 

Tomek* . 


□ 

u 

Toq . 

. -K— 

□ 

u 

Torak . 

4 4 4 4 * 4 *** 4 * * 4 

□ 

u 

Toral . 

4 4 4 4 ■ » # 4 v # # # ■> 

□ 

R 

Toreth . 


□ 

c 

T orin* . 

-K — 

□ 

u 

Vagh . 

. -K- 

□ 

c 

Varel* . 


□ 

R 

Vash . 

F _ 

□ 

C 

Vekma 

. -K— 

□ 

C 

Vekor* . 

>■■ 4 4 4 * 4 * 4 4 * * 4-N 

□ 

R 

Wesley Crusher. 

.F— 

□ 

R 

William T. Riker. 

.F— 

□ 

R 

Worf. 

.-K- 


EQUIPMENT CARDS 

□ C Engineering Wt 

□ C Engineering PADD 

□ C Federation PADD 

□ C Klingon Disruptor 

□ C Klingon PADD 

□ C Medical Kit 

□ C Medical Tricorder 

□ C Romulan Disruptor 

□ C Romulan PADu 

□ C Starfleet Type II Phaser 

□ C Tricorder 

EVENT CARDS 

□ U Alien Probe 

□ R Anti-Time Anomaly 

□ C Atmospheric Ionization 

□ R Bynars Weapon Enhancement 

□ U Distortion Field 

□ C Espionage: Federation on Klingon 

□ C Espionage: Klingon on Federation 

□ C Espionage: Romulan on Federation 

□ C Espionage: Romulan on Klingon 

□ U Gaps in Normal Space 

□ U Genetronic Replicator 

□ R Goddess of Empathy 

□ U Holo-Projectors 

□ U Kivas Fajo — Collector 

□ R Lore Returns 

□ R Lore's Fingernail 


□ U Masaka Transformations 

□ U Metaphasic Shields 

□ U Neural Servo Device 

□ U Nutational Shields 

□ C Pattern Enhancers 

□ C Plasma Fire 

□ C O-Net 

□ U Raise the Stakes 

□ C Red Alert 

□ C Res-Q 

□ C Spacedock 

□ C Static Warp Bubble 

□ C Subspace Warp Rift 

□ R Supernova 

□ U Telepathic Alien Kidnappers 

□ C Tetryon Field 

□ U The Traveler: Transcendence 

□ C Treaty: Federation/Klingon 

□ C Treaty: Federation/Romulan 

□ C Treaty: Romulan/Klingon 

□ R Warp Core Breach 

□ C Where No One Has Gone Before 

INTERRUPT CARDS 

□ R Alien Groupie 

□ U Amanda Rogers 

□ C Asteroid Sanctuary 

□ U Auto-Destruct Sequence 

□ R Crosis 

□ C Disruptor Overload 

□ U Distortion of Space/Time Continuum 

□ C Emergency Transporter Armbands 

□ U Energy Vortex 

□ C Escape Pod 

□ U Full Planet Scan 

□ R Honor Challenge 

□ R Hugh 

□ U Incoming Message - Federation 

□ U Incoming Message - Klingon 

□ U Incoming Message - Romulan 

□ R Jag lorn Shrek — Information Broker 

□ U Kevin Uxbridge 

□ R Klingon Death Yell 

□ C Klingon Right ot Vengeance 

□ U Life-Form Scan 

□ C Long-Range Scan 

□ C Loss of Orbital Stability 

□ U Near-Warp Transport 

□ C Palor Toff - Alien Trader 

□ C Particle Fountain 

□ U Q2 

□ C Rogue Borg Mercenaries 

□ C Scan 

□ C Ship Seizure 

□ C Subspace Interference 

□ U Subspace Schism 

□ C Tachyon Detection Grid 

□ U Temporal Rift 

□ R The Devil 

□ U The Juggler 

□ U Transwarp conduit 

□ U Vulcan Mindmeld 

□ C Wormhole 
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A Collector's Checklist for Wizards of the Coast’s New Magic: The Gathering Expansion. 


There are 187 distinct cards, but only 101 types of cards. This is 
because all the commons have been printed with multiple artwork. 
So instead of getting C3 or C4 cards we get 3 or 4 different cards for 
one card type with different artwork and different flavor text. This 
makes up for 121 distinct common cards, or 36 different card types. 
There are three rarity degrees in the uncommons, U1 (artifacts and 
lands), U2 (lands) and U3 (the rest). U3 is as common as Cl, but 
these cards have only one kind of artwork. 


□ U3 ...... .Seasinger 

Q U3.... .Svyeiunile Priest 

□ U3 ...................... ...Tidal Influences 

□ Cl-3 ...... . . ..Tidal Flats 

□ Ul ...... ... .Vodalian Knights 

□ Cl-3..... . ... .Vodalian Mage 

□ Cl-4 .. .Vodalian Soldiers 

□ Ul .... ..... .Vodalian War Machine 


Land 

□ U1 

□ U1 

□ U2 

□ U2 

□ U2 

□ U1 

□ U1 

□ U1 

□ U2 

□ U1 

□ U2 


...... .Bottomless Vault 

. . ..Dwarven Hold 

. .. ..Dwarven Ruins 

...... .Ebon Stronghold 

.Havenwood Battleground 
.. , . . . . . . .Hollow Trees 

.Icatian Store 

........ .Rainbow Vale 

..Ruins of Trokair 

.. .Sand Silos 

..... .Svyelunite Temple 


Artifacts 

□ U1...*.. .Aeolipile 

□ U1.... .. . ..Balm of Restoration 

□ U1 . . ... .... .Conch Horn 

□ Cl .........DelifsCone 

□ U1 .... , Delif s Cube 

□ U1.... .Draconian Cylbt 

0 U1 ... .Elven Lyre 

□ U1 .... .Implements of Sacrifice 

□ U1 ....... .Ring of Renewal 

□ U1 ..... . ♦ -Spirit Shield 

□ U1 .....Zelyon Sword 


Black Spells 

□ 

Cl-4 ... 

□ 

Cl-4 ... 

□ 

U3 .... 

□ 

U1. 

□ 

U1. 

a 

Cl-4 ... 

a 

Cl-3 . . . 

□ 

Cl-3 . . 

□ 

Cl-3 . . 

□ 

Cl-3 ... 

□ 

U3 .. .. 

□ 

U1. 

□ 

U3 . . . . 

a 

U3 .. . . 

□ 

U3 .... 

□ 

U1 .... 

Blue Spells 

a 

U3 . . . . 

□ 

Cl-3 .. 

a 

Cl-4 . . 

□ 

Ul _ 

□ 

U3 . ... 

a 

Cl-3 . . 

□ 

Cl-4 . . . 

□ 

U1 .... 


<r m * t * 


. ...Armor Thrull 

.......... . Basal Thrull 

.. .Breeding Pit 

.. .Derelor 

. ...Ebon Praetor 

..... .Hymn to Tourach 
Initiates of the Ebon Hand 

..Mindstab Thrull 

............. .Necrite 

. . Order of the Ebon Hand 

..Soul Exchange 

.Thrull Champion 

.Thrull Retainer 

.. .Thrull Wizard 

.. .Tourach 1 s Chant 

....... .Tourach's Gate 


.. .Deep Spawn 

.. . .High Tide 

.......... .Homarki 

. . . . .Homarid Shaman 

Homarid Spawning Bed 
..... Homarid Warrio r 

.......... .Merseine 

........ River Merf oik 


Green Spells 

□ Cl-4 . 

□ Ul .. 

... .Elven Fortress 

.... ... . .Elvish Farmer 

□ Cl-3. 

□ Cl-4. 

□ U3. 

□ Ul. 

□ Cl-3 . 

. .Elvish Hunter 

..Feral Thallid 

. Fungal Bloom 

..Night Soil 

□ Cl-4. 


□ U3. 

□ U3 . .. 

....Thallid Devourer 

...Thelon’s Chant 

□ Ul . 

□ U3 ......... 

□ Ul. 

□ Cl-4. 

□ Cl-3 . 

□ U3 . 

.Thelon’s Curse 

..Thelonite Druid 

. .Thelonite Monk 

.Thom Thallid 


Red Spells 

□ 

Cl-4 . . 

□ 

Ul . . . 

□ 

U3 ... 

□ 

U3 .. 

Q 

Cl-3 .. 

□ 

Cl-3 . 

□ 

Ul ... 

□ 

Cl-3 . 

□ 

U3 . .. 

□ 

Cl-4 . 

□ 

Ul . .. 

□ 

U3 ... 

□ 

Cl-3.. 

□ 

Cl-4 .. 

□ 

Ul .. 

□ 

U3 .. 


....... .Brassclaw Ores 

.... .Dwarven Armorer 

.Dwarven Catapult 

. . . .Dwarven Lieutenant 

.Dwarven Soldier 

..Goblin Chirurgeon 

, , ...Goblin Flotilla 

...... .Goblin Grenade 

......... .Goblin Kites 

.... .Goblin War Drums 

...... .Goblin Warrens 

. ..Orcish Captain 

.Orcish Spy 

....... .Orcish Veteran 

.. ... . »** * ... i. OrQQ 

.. .Raiding Party 


White Spells 

□ C14 .... 
Q U3 ..... 

□ Cl-3 .... 

□ U3 

□ U1 . .. 

□ U3_ 

□ Cl-4. 

□ Cl-3 

□ Ul. 

□ Cl-3 

□ U3. 

□ U3.. 

□ Cl4 .... 

□ U1 _ 

□ U1 ..... . 

□ Cl-3_ 


.Combat Medic 

..... .Parrel's Mantle 

.. .Farrefs Zealot 

.......Farreiite Priest 

. . « . . .Hand of Justice 

.. .Heroism 

..Icatian Infantry 

. . . .Icatian Javelineers 
. . . .Icatian Lieutenant 
Jcatian Moneychangers 

.Icatian Phalanx 

....... .Icatian Priest 

....... Jcatian Scout 

. .. Jcatian Skirmishers 

.Icatian Town 

..Order of Leitbur 
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Time seemed to stretch interminably for Torias as he stood 
on the drawbridge of his keep . He gazed out over the qui/fed 
patchwork of lands that made up the Battleground f the entire 
landscape dominated by the imposing Tower in the center . 
Soon the signal would go up from that tower , the only land¬ 
mark visib/e to a// six wizards at their appointed starting posi¬ 
tions. Soon he could move out into the Battleground proper 
and begin gathering the precious f self-renewing magical energy . 

Torias reviewed his small stock of ready spells . Two engines 
of destruction , the Boll of Abysmal Flame, and an anti-magical 
counter to shut down any one speii he could detect A meager 
selection, he thought, but the Fates could not ha ve been much 
Kinder to me. 


to inscribe the hexagram that 
is necessary to cast the “Con¬ 
quering Spell”. You get credit 
for your beginning space for 
free. After stopping in each 
place of power, you must 
reach the Tower in the center of the board to cast the spell and win 
the game, banishing all of the other wizards to the realms of your 
choice. If you defeat all of the other wizards during the game, you 
may complete the Grand Journey at your leisure. 


Setup: 


To keep himself from dwelling on the trial to come, he bla¬ 
zoned an elaborate version of his sfgf/ on the ground in front of 
the keep. His only goaf today was to inscribe five more of them 
and then proceed to the Tower to claim the prize . But before 
that t he knew , he would no doubt do battle with bizarre crea¬ 
tures from the farthest dimensions, and with his rival wizards 
themselves. 

And perhaps he would run across Canticle , and have the 
opportunity to avenge his long-ago but still-painful defeat , a bat¬ 
tle in which he lost control of his most powerful Wyrm. You 

made png mistake* C anticle, but that shall pr o ve suIMsnL 


You shouldn't have let me fire. Canticle, 


The Conquering is a board game using the cards and basic 
rules of Magic: the Gathering™ by Wizards of the Coast . 
Except where noted below, the rules of Magic: the Gathering 
are used in The Conquering, and must be familiar to those that 
wish to play. 

The Conquering is played by two to six players with their own 
Magic: the Gathering decks. Each player takes the role of a wiz¬ 
ard going out to battle all challengers in a formal contest of magic. 
As with any new game, the rules will seem a bit confusing at first. 
Read the rules once to become familiar with them, then grab a 
deck and some friends and start playing, referring back to the spe¬ 
cific sections if you have a question. This is by far the easiest and 
quickest way to leam the rules. It is important to note that the rela¬ 
tive values of some cards will change dramatically in The Con¬ 
quering. This is absolutely intentional. 

Because Magic: the Gathering is, by necessity, a dynamic and 
occasionally ambiguous game, it is impossible to predict all the pos¬ 
sible card combinations or problems that may occur. If a problem 
occurs that is not covered under these rules, make a consensus rul¬ 
ing amongst those playing and continue, (and I'd be personally 
interested if you care to let me know - either write me care of the 
magazine or email to: syrstorm@Hghtside.com). 

Go forth and conquer. 

The Object: 

The object of the game is to complete the Grand Journey . This 
is accomplished by stopping in all six places of power on the map 


Set up as per Magic: the Gathering, but with these excep¬ 
tions. First of all, each player starts with only four cards. Use any 
method you wish to determine in what order the players will select 
their starting positions. The player who selects their starting posi¬ 
tion last will play first, and then the turn rotates clockwise around 
the table, A token, marker, or miniature is used on the board to 
represent each wizard. Place your Library and Graveyard in front of 
you. Any creatures summoned will be placed on the board in the 
same hex you occupy, and all enchantments and non-creature arti¬ 
facts will be placed in front of you. 

In constructing a deck for The Conquering, do not include any 
land. Note that the hand maximum is still seven cards, the starting 
hand size notwithstanding. Furthermore, due to the significant rule 
changes, some cards have been altered — see the list at the end of 
the rules. 

Turn Sequence: 

The turn sequence in The Conquering is as follows: 

I. Untap Phase 

11 Upkeep Phase (restricted mana phase) 

IH. Draw Phase 

IV. Main Phase 

A. Spell Phase 

B. Movement and Combat Phase (restricted mana phase) 

C. Spell Phase (continued) 

V. End Phase 

Basic Rules: 

When a creature is cast, it is placed under the casting wizard on 
the board. Land and creature enchantments are placed on the 
board appropriately. All other enchantments and non-creature arti¬ 
facts are placed in front of the player. 

If a player loses their last life, all of that player's cards are 
removed from the game, regardless of the cards' current controller. 
Cards that specifically target “your opponent” must target a wizard 
within range (see below). Cards that affect “both players” affect all 
wizards in the game. While the wizard is on the gameboard like all 
of the creatures, the wizard is not considered a creature and can¬ 
not be targeted as a creature. 
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The new Magic: The Gathering' expansion set coming in November. 

Priced at $1,45 for 8-card Booster Packs. 

Approximately 120 cards in the set- Limited Edition (one printing only). Expansion Set >'5. 

/n the southern oceans of Dom/njd Prime lay a comment ofgreat kingdoms. Far from the war 
between Una and Mishra, the ,'ands of Sarpadio prospered. But as the d/mote changed, 
resources dwindled and empires crumbled Hideous new species arose in the forest and seas, 
fordng the Sarpadians to fight for their very survive/; /cation towns mustered Phalanxes to 
defend themse/ves from Ore Raiders and the misbegotten spawn of uncontrolled block magic 
Rec r uit these toughened warriors and vicious predators for your duels, but beware lest you fare 
no better than the Fa/fen Empires. There will be at least two degrees of commonality; 
common and uncommon. We>e taking guaranteed orders for these cards that are 
shipping in November, 
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I Attention Retailers! 

■ If you want to cosh in on the hottest gaming 
I products call us! 

* We’re honest, reliable, and know! 




We don’t cut orders and we go out of our way to 
give you the most up-to-date information so that 
you can order intelligently. 

Call to make us your distributor. 1-800-262-4-426. 


If you’ve a qualified retail location, we can ship you 

rtrnHiirr immediatelv. 




On the Edge 

On the Edge is the multiplayer, collectable card game based on Over the Edge ir f the 
critically acclaimed modem RPG of surreal danger, also published by Atlas Games. 

Players adopt the rdes of powerful, behiriekhe^scenes conspirators struggling for 
control over a Mediterranean island. At their service are bi/arre technologies, ancient 
magicks, powerful secrets, and a roster of characters ranging from street thugs to 
symbiotic alien lifeforms. 

The game features high-quality, full-color cards with artwork by Doug "Scrra Anger 
Schuler Jeff Menges, Eric Holt?, Roger Raupp, Kevin Davies. Albert Slark, Janet Aulisio 
Dannheise^, and others, At least 280 cards in the initial, limited edtion printing. The 
rules are easy to learn and dear, and generate endless possibilites n play. We've played 
it and we think it's a darn good game! 

Dtot ($7.95) contains 60 cards: 42 common. 15 uncommon . 3 bare, ano Rutaoo«. 

Booster Pack ($195) contains 10 cards: 6 common, 3 uncomton, and 1 rare. 
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Mana: 

When casting spells or activating fast effects, mana is drawn 
directly from the land, but the land does not tap . You may cast 
any spell or activate any fast effect for which you have sufficient 
land available, For instance, to summon a Serra Angel, you must 
be able to obtain 5 mana, at least two of them white* Pulling 
mana from land in order to power a spell or fast effect does not 
tap the land, and the lands thus used may be used later in the turn 
to power another spelt or effect. Places of power do not provide 
mana. 

You may draw mana from non-land mana producers, but these 
tap as normal* You may pull mana from the same land as many 
times during a turn as you need to, but you may only pull mana 
once from a land for each spell you want to cast, or each fast 
effect that you want to power* Also, during the upkeep phase, 
and during all “fast effects' 1 phases (including any time that spells 
or fast effects are being responded to with other fast effects), 
mana may only be taken from each land once during the phase. 
These are considered “mana restricted phases," where you can 
only draw one mana per land, regardless of the number of effects 
to be powered. There is no such thing as a “mana pool” — when 
a spell or effect is desired, check whether the land or artifact 
mana is available to cast it, Mana bum occurs at the end of any 
“mana restricted phase", including the casting of a single spell, if 
the wizard needed to absorb more mana than were used. 

Example: Torias the wizard wishes to summon a Hypnotic 
Spectre and cast a Fireball in the same turn. Torias has four lands 
under his control; a swamp, a mountain, and two islands. He also 
has an untapped Mox Jet in front of him. The Hypnotic Spectre 
costs two black and one colorless mana. Since he has only one 
swamp, he taps the Mox for a black mana: this, plus a black 
mana from his swamp and a third mana from any of his other 
three lands, is sufficient, and the Hypnotic Spectre appears on 
the hex under Torias 1 s miniature. 

Now, Torias casts the Fireball; he has no more artifact mana 
available, so he can only draw mana from his lands* Torias still 
has access to the two lands (a swamp and something else} that he 
used to summon the Spectre. Since one of his lands is a moun¬ 
tain, Torias can cast the Fireball with his four lands, resulting in a 
three point Fireball* If Torias 5 nemesis Canticle uses a Healing 
Salve to absorb the Fireball, Torias will be unable to Counterspell 
the Salve, because he has already used his islands in this fast 
effects exchange* 

Another example: Canticle has cast a Mana Flare, which 
adds one to the amount of mana that is drawn from each land* 
When Canticle Shatters Torias 1 s Mox Jet, Torias can no longer 
use a fast effect or spell that requires only one mana without tak¬ 
ing mana bum. When Torias summons his Dragon Engine, which 
costs 3 colorless mana, he draws 2 red mana from the mountain, 
and 2 black mana from the swamp* He summons the Dragon 
Engine succesfully, but immediately loses a life from the excess 
energies that flow into his body* 

Fast effects — actions that come from cards in play — are 
dealt with in a slightly different fashion than in Magic: the Gath¬ 
ering. Any fast effect that requires a nonzero amount of mana 
can be activated only once between a player’s untap phase and 
his or her next untap phase. This activation can be as many indi¬ 
vidual uses as can be afforded by the mana available (each land 
will only provide one mana for this — consider this a mana- 


restricted phase). For example, a Dragon Whelp which breathes 
fire during its attack phase may add +1/+0 for each mountain 
that its controller has linked, but then it cannot do so later when 
it is involved in a battle during another player’s turn. However, if 
a “Firebreathing 51 enchantment was placed on the Whelp, it could 
firebreathe twice (either double strength during the attack, or sav¬ 
ing one for the battle later)* Note that this restriction does include 
non-tapping effects and does have the result of turning many poly 
artifacts into mono artifacts; nevertheless, the use does not tap 
the card unless tapping is a cost of the effect* 

Range: 

Any spell or fast effect that targets a card or wizard on the 
board may only target a card within three spaces of the source of 
the spell or effect* Unless the source is a card on the board, 
assume the source is the acting wizard. Range affects only "tar¬ 
geted effects” like Royal Assassination, not “general effects” like 
Pestilence, nor does it prevent cards from damaging their con¬ 
troller (Force of Nature, Serendib Efreet, etc,). Consider a target¬ 
ed effect to be any effect in which a decision has to be made 
about the target. The only exception to the range rule is that sac¬ 
rifices are unaffected by distance or range. 

Counterspells may target any spell by a wizard that is within 
your range, or any spell that has an immediate effect on a crea¬ 
ture or wizard that is within range* This means that Pestilence 
cannot be countered if the casting wizard is not in range, but a 
Hurricane, or a Lightning Bolt directed at a creature one space 
away, can be* Enchantments such as Gloom that have a “continu¬ 
ous effect” on everyone can also be countered, even though they 
do not have an immediate effect, A spell such as Timetwister 
could be countered because it affects the countering wizard. 

Movement: 

In the Movement and Combat Phase of the Main Phase, the 
wizard and all of his creatures may move. Al! movement for a 
player’s wizard and creatures is simultaneous. Once movement 
has been decided for all of a player’s creatures, then combat 
occurs in any occupied space that the player’s creatures have 
moved into. Once a player has started moving, no player may 
cast spells or use card effects until after destinations' have been 
chosen for all of that player’s creatures and wizard* A lone wizard 
may not enter (attack) an occupied space. 

The wizard has three options for movement: you may move 
one space and then “link" with the land you end up on, or you 
may move two spaces but then may not link with either land that 
turn. Finally, you may choose not to move, which allows you to 
link as well. When you link with a land, mark it with a token to 
symbolize the link. Once a wizard has linked with a land, he or 
she may draw mana from that land until another wizard links with 
it. You can t link with the same land multiple times in a row: 
either you’re linked with it and may draw mana from it, or you 
aren t. Only one wizard at a time may be linked with a land, but 
there s no limit on how many times a !and may change owner¬ 
ship, A land is not considered linked until the end of the move¬ 
ment/combat phase. Note that to win the game, you do not have 

to actually link with each place of power, but you must finish a 
game turn on each one* 
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Creatures move according to the following chart: 



It costs a creature one movement point (MP) to move onto 
their “native" land (white creatures walking into a plains, red crea¬ 
tures on a mountain p etc.) and 2 MPs to move onto any other 
land (including the places of power and the central tower). Artifact 
creatures, even if they have color as well, must pay 2 MPs to 
move onto a land. Flying creatures, because they don’t interact 
with the terrain, only need to spend 1 MP to move into a space, 
regardless of what type of land they move onto. Note that the act 
of moving does not tap a creature, A creature may always move 
one space per turn, even if it doesn’t have sufficient MP’s to do 

so. 

Creatures that cannot attack, cannot move (generally, this 
means walls, creatures that were just summoned, and creatures 
that are tapped). You may not move your wizard or creatures 
through a land space that your opponent’s wizard or creatures 
occupy - if creatures move into an occupied space they must stop 
for combat. A player who initiates multiple combats (attacks and 
battles) on his or her turn gets to decide in what order the con¬ 
flicts are resolved. 

Native Land: 

A creature's “native’' land is a land which provides colored 
mana in its casting cost. Creatures on their native land have a 
+ 1/+1 bonus during combat. The +1 power bonus is only for 
damage in combat. The +1 toughness is kept until the creature 
moves off of the land. No creatures are native to the desert 
except the Desert Nomads and Camels. Camels are not native to 
plains, and Desert Nomads are not native to mountains. 

Combat: 

To initiate combat, simply move some of your creatures onto 
an occupied land on the board. They may bring a wizard along if 
they so desire. You may attack the same space from more than 
one direction. 

Combat can occur in one of two ways, depending on whether 
a wizard is in the defending hex. If there is a wizard in the defend¬ 
ing space, then this attack is treated like a standard Magic: the 
Gathering attack phase. If only creatures are defending a space, 
then a “battle” results. (The difference between a battle and an 
attack is explained below. It doesn't matter if a wizard is assisting 
the assaulting creatures: the defense can’t target him.) Note that 
the movement/combat phase is a “restricted mana'’ phase during 
which only one mana of the appropriate type can be drawn from 
each land. If more than one attack is taking place during a play¬ 
er’s turn, that player decides the order in which they are resolved. 


If at the end of the combat all defending creatures are dead or 
tapped, then the attacking creatures have won and may stay in 
the hex; any remaining (tapped) defending creatures on the land 
must retreat (see below). If there is even a single untapped surviv¬ 
ing defending creature remaining in the space, or if there are no 
surviving attacking creatures, then the attacking creatures and/or 
wizard have lost and must retreat to the land that they attacked 
from. All creatures and wizards that survived may make this 
retreat, regardless of whether they are tapped. It does not matter 
whether there is a wizard in the defending space — only an 
untapped creature can maintain hold of the defended land. 

Attack 

When a group of creatures attacks a space with a wizard on it, 
a standard Magic: the Gathering attack occurs. It does not 
matter whether or not there is a wizard on the attacking side (this 
wizard is not involved in the attack and cannot be blocked or tar¬ 
geted by defenders). Attacks use the Movement/Attack sequence 
as follows: 

1. Move all creatures that are going to move for the turn, 

2. Any creature moving into an occupied (unfriendly) space is 
“attacking” and must tap. Attacking 'bands' are declared. 

3. Fast effects phase. 

4. Defenders declare blocking assignments. 

5. Fast effects phase. 

6. Damage assignment. 

7. Damage prevention & regeneration fast effects phase. 

8. Resolution (Creatures sent to graveyards, damage assigned 
to defending wizard). 

Battle 

When the defending group does not contain a wizard, then the 
result of movement is a battle, it does not matter whether or not 
there is a wizard on the attacking side (this wizard is not involved 
in the battle and cannot be targeted by defenders). In a battle, a 
special sequence is used: 

1. Move all creatures that are going to move for the turn, (This 
is exactly the same phase as #1 above.) 

2 . Any creature moving into an occupied (unfriendly) space is 
“attacking” and must tap. Attackers declare “banding groups.” 

3. Fast effects phase. 

4. Defenders declare “banding groups,'’ (See below.) 

5. Fast effects phase, 

6. Damage assignment. 

7. Damage prevention & regeneration fast effects phase. 

8. Resolution (creatures sent to graveyards). 

Creatures band on both attack and defense in The Conquer¬ 
ing. These are “classic” Magic: the Gathering bands, i.e. you 
may band together any number of creatures so long as no more 
than one of them is lacking the “bands 11 ability. Damage assigned 
to banded creatures is assigned to the band as a whole and may 
then be distributed at the band’s owner's discretion. All defending 
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creatures are considered to be '‘blocking creatures” for purposes 
of card effects. If creature A receives damage from creature B, 

then creature A is considered to be blocking creature B for the 
purposes of card effects. 

Damage is dealt as follows: the attacking and defending players 
distribute the damage dealt by each creature in any way they 
please among the opposing “unbanded" creatures and banded 
groups. As in Magic: the Gathering, each creature does dam¬ 
age equal to its power. All creatures in the space are vulnerable to 
this damage — this is a huge melee in which every creature is 
fighting, including tapped or flying creatures (except creatures 
with protection from a color, which may not receive damage from 
creatures of that color). A creature may split the damage it can 
inflict among more than one creature if it wishes to. 

If a creature has landwalking ability matching the battle’s ter¬ 
rain, that creature gains the First Strike ability (there is still no 
such thing as double first strike, however). This only applies to 
battles, and not to attacks on wizards. First strike damage is 
assigned and dealt before the rest of the damage, and if it is 
enough to kill a creature, that creature will depart the battle 
before it may inflict its damage. Creatures with rampage only do 
so if more than one creature assign damage to it (this may result 
in a creature dealing additional damage). No damage may be 
assigned to a wizard in a battle. If it matters, the attacking side 
assigns its damage first, although the damage is all dealt simulta¬ 
neously, Creatures get to assign their damage even if they are 
going to die (unless they were killed by first strike damage). 

A sample battle: 

Torias and his creatures move into a swamp occupied by four 
of Canticle’s creatures. Canticle is five spaces away. Canticle has 
6 red mana available. Defending are: A Dragon Whelp which 
breathed fire during Canticle’s turn, a Granite Gargoyle which has 
not been activated, a Black Knight, and a Benalish Hero. Attack¬ 
ing: A Dragon Engine, A Craw Wurm, a Ball Lightning. Torias is 
holding a Lightning Bolt in his hand. He’s linked to 4 lands. 

Torias and his hordes move into the space. Since they're 
attacking, Torias’ three creatures all tap. Torias looks over the 
defenders and realizes that the Black Knight, on its native land, is 
3/3 with first strike and will be able to kill either the Ball Light¬ 
ning or the Dragon Engine before they can deal their damage. 
Consequently, during the first fast effects phase (b), Torias zaps 
the Knight with the Lightning Bolt. It dies. Now Canticle may 
declare a banding group. The Benalish Hero bands with the Drag¬ 
on Whelp. Canticle also pumps up his Gargoyle with six red 
mana, making him 2/8. Torias only has 3 lands still available in 
this mana restricted phase, but he can still pump up the Dragon 
Engine to 2/3 (if he had remembered to pump the Engine before 
moving it, it could have gotten to be 3/3, but would have moved 
slower). 

The two sides now get to assign damage. Torias has fourteen 
total points of damage to assign, and assigns eight points to the 
Gargoyle, and six to the banded group. Canticle has, with the 
early departure of the Knight, only five points to assign. Since the 
Ball Lightning is doomed anyhow, he assigns all of it to the Craw 
Wurm. As neither side can prevent damage or regenerate their 
creatures, they go to the resolution phase. The Craw Wurm and 
Gargoyle die of their wounds. Canticle may split the damage 
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among the band any way he wishes and he assigns it all to the 
Benalish Hero, who dies heroically. 

The Dragon Whelp, untapped and still breathing, remains in 
the space. Canticle’s creatures have held the space and Torias, 
along with his Dragon Engine and Ball Lightning, must retreat to 
the space from which he attacked. 

Retreat: 

Attacking creatures/wizards that are forced to retreat return 
one hex to the land from which they attacked. Defending crea¬ 
tures that are forced to retreat (having tapped earlier, or during 
regeneration) must retreat one space towards their controller’s 
place of power. If there are no empty or friendly spaces in the 
direction of the wizard s place of power, then all of the creatures 
are destroyed. A wizard may retreat to any open or friendly 
space, but if there are no open or friendly spaces to retreat to, 
then the wizard is captured and is out of the game. A creature 

that is forced to retreat must do so regardless of whether or not it 
is tapped. 

Lands: (see diagram on page 69 ) 

There are six types of basic lands in The Conquering: Plains, 
Swamps, Forests, Islands, Mountains, and Deserts. The first five 
behave as they do in Magic: the Gathering, except where 
noted elsewhere in these rules. The Desert, The Tower (in the 
middle), and the six Places of Power (in the comers of the map) 
are explained below. In case you are not able to identify the lands 
easily, from the top to the bottom down the middle column they 
are: Place of Power (island), desert, forest, The Tower, mountain, 

swamp, Place of Power (swamp). To the right of The Tower are 
plains, and the island. 

Land Destruction: 

Any spell or effect that “destroys" land (e.g. Stone Rain, Bal¬ 
ance, Armageddon) removes the link that a wizard created earlier. 
The wizard may no longer acquire mana from that land unless he 
or she links with the land again later. The same result occurs if a 
player sacrifices a land. Likewise, any card that refers to lands “in 
play” should be translated to mean lands “linked". 

Special Lands: 

Deserts provide 1 colorless mana. Any creature that is on a 
desert at the beginning of any player’s turn or moves onto or 
through a desert takes a point of damage. Any wizard that moves 
onto or through a desert or does not move off of a desert on his 
or her turn takes a point of damage, as well. This is cumulative 
with other forms of damage, but a creature or wizard will only 

take 1 point of damage per turn regardless of the number of 
deserts crossed. 

The Tower provides 3 colorless mana, It is a source of great 
magical power and the only point from which a wizard may cast 
the spell to banish all of the remaining wizards to the plane of the 
wizard s choice (after stopping in each place of power, a wizard 
who reaches the tower wins the game). 

Places of Power provide no mana. (Optional rule: each Place 

of Power provides L mana of its appropriate type - notice that 

there is one of each basic type. Start linked to your starting 
space.) 
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Banned cards: 

[Note: This list is made up mostly of cards that would need 
major surgery before they became playable in The Conquer* 
ing. If your group of players can agree upon a way to play 

them, go for it! -DCW] 

Any Land 

Candelabra of Tawnos 
Drain Power 
Falling Star 
Kormus Bell 
Living Lands 
Mana Short 
Power Surge 
Shaharazad 
Winter Orb 

Altered cards: 

Ancestral Recalt/Braingeyser - Playing these cards ends 
your turn, 

Ankh of Mishra - does damage each time a player links with 
a land. 

Arbor! a/I stand Sanctuary - the Wizard’s space cannot be 

attacked if the conditions are met. 

Balance - count number of lands linked. Those with more 

must “unlink”. Creatures Balance as usual. 

Beasts of Bogardan/Ivory Guardians - only gains the 
+ 1/+1 if it is in a space where opponent controls a white/red 

creature (either in an Attack or Battle}. 

Blaze of Glory - Takes all damage from opposing creatures 

during a Battle. 

Clone/Vesuvan Doppleg anger - can only take the form of 

a creature within three spaces. 

Control Magic/Old Man of the Sea/Preacher/ 
Seasinger/Rubinia Soulsinger- if the controlled creature is not 
by itself on a space, it must immediately retreat as if it were a 

“retreating defending creature 11 , 

Castle/Moat - When cast, is put into play on the space the 
wizard occupies, and only applies to that space (protects any 

defending creatures in the space). 

Dandan/Sea Serpent /Is land Fish/Pirate Ship - can only 

attack onto an island space, and only deals damage in a battle if it 
takes place on an island. 

Desert Twister/Fissure - destroys all creatures in one space, 
or unlinks one land (Desert Twister; or destroys any one card). 
Dingus Egg - does damage each time a player uniinks from a 

land. 

Erg Raiders/Juggernaut/Siren’s CaH/Nettling Imp - 

creatures forced to attack must move up to their full movement to 
attack something. If nothing is within movement range, the crea¬ 
tures 1 controller maintains the movement decisions. (Erg Raiders 
damage their controller if they cannot find someone to fight.) 

False Orders - allows caster to choose where damage is 
assigned by one of opponent's creatures in a battle. 

Fastbond - allows the wizard to link to any land that he or she 
moves through. A wizard takes one point of damage for each land 

beyond the first that is bonded in a turn. 

Fungusaur - will not gain + 1/+1 from damage received by 

deserts, (it still gains + 1/+1 if damaged by any other source.) 


Kudzu - when mana is pulled from target land, Kudzu unlinks 
the land. 

Psychic Venom - played onto a land. When mana is pulled 
from the land, the controller takes two points of damage. 

The Rack - does one point for each card less than two. 
Rocket Launcher - Can damage multiple targets if more 

than one damage is done. 

Veteran Body guard/All from Cairo/Martyrs of Korlis - 

only protects the wizard if he is in the same space. 

Wild Growth - played onto a land. When mana is pulled from 

that land, an additional green is pulled as well. 

Wheel of Fortune/ Timetwister/ Contract from Below - 

Draw up to a four card hand. Playing these cards ends your turn. 

(Contract: 4+1 cards.) 

Disclaimer: 

Magic: the Gathering and alt of the Magic: the Gathering 

cards named in these rules, as well as the term ' tapping/' are 
copyrights of Wizards of the Coast , Their use in this variant 
should not be considered a contest to those copyrights. 

1 would like to thank the following playtesters for their time, 
effort, and insight; 

Corin Andrade 
Mark Chalice 
Darren Holt 
Rich McHugh 
D.J. Trindle 



Basalt Monolith 
Chaos Orb 
Equinox 
Gaea's Touch 
Ley Druid 
Living Plane 
Mana Drain 
Reset 
Stasis 
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Legacy - War of Ages 

Black Gate Publishing 
RPG 'System 
Review by l Ken Cox 


Be prepared for a fantastic explo¬ 
ration into the past, present and 
future. In Bfcrcfc Gate Publishing's 
new role-playing game Legacy - 
War of Ages you play one of these 
enigmatic beings. While firmly rooted 
in the present, the past — your past 
— still can affect your role in society. 




Being an immortal in the 21st 
century is nothing if not interesting. 
The fact of the matter is that 
between the War of Ages and the 
Watchers, there is no rest for the 
Immortal. Unless that would be the 
final rest, the true death. That’s right, 
I bet you thought you were immortal. 

Well, that wouldn't be any fun. 
Where is the challenge in surviving 
for millennia with no real goal other 
than hiding from the mortals? 

From the beginning of time 
immortals have existed among the 
human populations, sometimes per¬ 
ceived as gods, sometimes as devils, 
always with a hidden agenda all their 
own. Bom to mortal parents, it is a 
mystery how or why the immortals 
came into being. 

All that is known for sure is that 
as they grow older they cease to 
age. They can heal all damage dealt 
to them except for one small excep¬ 
tion: if they lose their heads it is all 
over. When this happens the 
essence of the immortal exits the 
body. 

If there is another immortal 
around at that time, she acts as a 
lightning rod, drawing that essence 
info herself. This is called the rapture 
and makes the immortal that much 


more powerful. The stronger the 
immortal the greater the foreboding, 
a feeling the immortals get when 
another of their kind is near. When 
only one immortal remains he will 
contain the essence of all the immor¬ 
tals, To him will go the greatest gift, 
the Legacy. So the war goes on — 
the War of Ages, 

Legacy is one of those games 
that I would pick up for a number of 
different reasons. First of all, the 
themes closely resemble one of my 
favorite movies. I have for a long 
time reworked systems to play in this 
environment. The real joy l found 
was in the fact I didn't have to 
change much of my original materi¬ 
als to work within the Legacy sys¬ 
tem. I have for a long time been a 
proponent of what can be termed 
Simple Systems. 1 usually seek out 
these because the background mate¬ 
rials are so wonderful. Legacy, while 
not very strong in background, did 
not disappoint me in this area. The 
materials are presented in a well 
organized format with artwork that 
communicates the techno-gothic 
experience. This, the first book, is an 
overview. Many topics are covered 
and no single book could completely 
cover the realms of immortal exis¬ 
tence, I very much look forward to 
seeing more detailed information 
pertaining to these bask: concepts. 

The system itself is very clean, 
with only a few very minor inconsis¬ 
tencies in my prerelease copy. They 
have been taken care of in the final 
release version. 

Legacy presents a system that is 
skill-based with statistics filling in the 
gaps in the realism. This DIO-based 
system provides simple task resolu¬ 
tion with common formulas applied 
to basic skills. Combat is quick and 
only lags in the ways roleplaying 
combat situations have always 
lagged, at initiative and damage reso¬ 
lution. 


Legacy bandies these in the 
most efficient method possible. As 1 
have been looking for a system for 
years, fixing these inherent problems 
It is not really a disappointment, just 
an unfortunate fact of dice-based 
systems. Overall, I give the system 
two big thumbs up and encourage 
those unused to looking at new sys¬ 
tems to take a definite look at this 
one* 

To immortals, time is a weapon. 
To those whom time does not touch, 
the future and the past merge togeth¬ 
er to form a whole. The immortal 
lives in the present as a reflection of 
the ages. 

As a raleplaying experience Lega* 
cy - War of Ages offers rich possibili¬ 
ties at character development. The 
rapture now bums your blood. Are you 
good or evil? What deeds will you per¬ 
form? Are you strong enough? The 
Legacy could be yours. 


Aria: 

Canticle of the Monomyth 
Last Unicorn Games 
Rev levied by Dirk Dejony 


Those of you who ve been read¬ 
ing SHAD IS for a while may recall 
that the first ads for this game 
appeared right here. The fantastic 
color ads told of Aria? Canticle of 
the Monomyth T a wo rid-building 
fantasy RPG by a new company 
called Last Unfcorn Games. 1 
remember when I saw those ads, 1 
said, “,,,if this game's only half as 
good as the PR, it T Il be a winner." 
Well, now that I've had some months 
to sit and chew on sandwiches at two 
in the morning, going through Aria, 
IVe come to the conclusion that I’m 
not going to be able to stick it in 
some good or bad, simple or com¬ 
plex, must-have or leave-alone cate¬ 
gory. 

As evidenced by the sheer size of 
the first two books in the system, 
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about SOD pages, this isn’t some “sit 
down, throw something together, 
and let’s play” game. If that’s all you 
want, quit reading now, and turn to 
Knights of the Dinner Table. 
You'd be wasting your time reading 
a review on something you’ll never 
want or use. If, on the other hand, 
you want something that can 
enhance your role-playing, make 
your game world a better and more 
realized place to play in, and create 
characters you really feel you’ve met, 
read on; this is your lucky day. 

Aria isn’t a FRPG in the tradi¬ 
tional sense of the word. I admit it 
has a simple, but effective, system 
for resolving conflicts or other situa¬ 
tions where success isn’t a certainty 
(You even have varying levels of suc¬ 
cess, which means that some very 
lucky die rolling just might allow you 
to slay yon dragon with one mighty 
blow, reminiscent of various myths), 
1 admit it has character creation, 
monster creation, combat systems, 
etc.; in short, all the panoply you 
expect from an FRPG. 

I still say it isn’t really an FRPG. 
It's hard to say just what it is, the 
closest l can come is that it’s the best 
GM’s aid on the market today, one 
that happens to have an attached 


system. If I were going out to buy 
Aria today, 1 wouldn’t be looking at 
it so much for its gaming system as 
for its world and character creation 
capacities, ones which far outstrip 
those of any competitors. 

An added bonus is the ability to 
take your favorite fantasy world — 
you know, the one the designers just 
never got around to turning into a 
game — and bringing it to full 
vibrant life at the gaming table. The 
customizable subsystems for magic 
and miracles help bypass an area 
where most other products attempt¬ 
ing this have fallen flat on their 
faces. 

Last Unicorn has created a prod¬ 
uct that effectively precludes the old 
“sit down, roll some dice, scribble on 
a sheet of paper for a few minutes 
and jump in’’ type of adventure. The 
societies it allows you to create are 
so complete that a full description of 
one can take up IS pages. While 
you don’t need to fill m all 18 pages 
for every society, and you definitely 
don’t need to do it all before you 
start playing, this level of detail 
allows you to bypass the problems a 
swiftly thrown together society can 
create, those “Who's in charge of 
the local temple?" or ’What do the 


city guards do when they catch you 
robbing the local Thieves' Guild 
headquarters?" type questions. Aria 
allows for everything from how old a 
society is to what form of govern¬ 
ment it has to how it’s divided along 
cultural lines to what type of materi¬ 
als it uses in housing and weaponry. 
You’ve the potential for major 
overkill here but, somehow, once 
you've got it all down, you want 
more. And more. And more. 

A fully fleshed-out magic-using 
character can take over 10 pages to 
describe — I counted. This has to be 
a new record. But that character has 
everything — from a personalized 
magic system, to what weapons he 
uses, how well, and why, his family 
background, inherited traits, his 
standing in the community, etc. You 
feel you know your characters per¬ 
sonally. 

One of the problems is that 
many of the rules have mini- (and 
not so mini ) essays explaining the 
background for that rule. Not a bad 
idea but, guys, let’s make sure you 
can separate the rule from the essay. 
Sometimes, I had to read something 
two or three times to find the rule in 
the haystack. Another problem, not 
unique to this system, is the recent 


trend towards NEW and IMPROVED 
gaming terms. Designers usually 
defend this by saying, tl We used 
these terms to differentiate our prod¬ 
uct from all those others, because 
we Ye not doing the same things. 1 ' 
Wake up and smell the coffee, fel¬ 
lows — most gamers (especially 
those who’ve been playing for a long 
time) have gotten used to calling the 
game ref a DM or GM not a 
Mythguide, a series of adventures a 
campaign not an Aria, and referee- 
controlled personas NPCs not MPCs 
(Mythguide Persona Characters). The 
use of these unusual terms might not 
affect new players (they probably 
wouldn't care if you called NPCs 
“sword fodder" or some equally non¬ 
sensical term) but any person who’s 
been playing for a long time is used 
to the standard terminology. Not to 
single out the guys at Last Unicorn, 
this is a pet peeve of mine. You 
should also be aware that Last Uni¬ 
com is considering a number of sup¬ 
plements for Aria, including various 
world settings. Remember though, 
this is a system for creating your 
own world, not playing in theirs. A 
minor detail for myself, but for those 
who don't have the time and/or 
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desire to make your own world, an 
important consideration. 

Even though the various game 
systems are well thought out, not too 
complex, and easily playable, you’d 
be fighting through what really 
makes Aria different and special, the 
background rules. If you T re into back¬ 
grounds or even just looking for 
something to supplement your cur¬ 
rent game, whose system you enjoy, 
but which doesn't have any real 
background material or rules — I’d 
probably say Yes. 

It depends on just how serious 
you are about wanting background 
material. The system isn't cheap, but 
gives everything you could want. And 
with new books coming out soon, 
which will increase the background 
material to include bestiary creation, 
advanced societal role-playing, geog¬ 
raphy, etc, this is one system that's 
going to get bigger and better. If 
you’re like me, hold onto your hats, 
it's gonna be fun. 


Inferno 

Death s Edge Games 
FtPG system 

Reviewed by Dirk Dejong 


After all this time, you r d think Yd 
have grown used to the stream of 
new and unusual ideas coming out of 
the nooks and crannies of the gam¬ 
ing industry, spurred on by the small, 
one-product upstarts that seem to 
flourish on the fringes of gaming. 
Thankfully* I’ve not reached that 
point, and hope 1 never do, for it 
would wreck the magic I feel when a 
new, unique product does cross my 
path. 

Recently, at a con I was helping 
staff, I was introduced to some new 
faces on the scene who were going 
by the name of Death’s Edge 
Games, and their hope for the 
future, Inferno. After being given a 
copy, and saying, "Oh, joy! Another 
Call of Cttmlhii™ or Vampire™ 
rip-off,’' to myself, I locked myself in 
my hotel room with a meal, some 
water, and Inferno. Two hours later, 

I was stuffed and a convert. 

Inferno isn't the most innovative 
game on the market as far as systems 
go, being equivalent to any number of 
games like Call of Cthulhu™ by 
having a number of standard stats 
such as Strength, Intelligence, Tough¬ 
ness, etc. and a list of skills ranging 
the gamut of combat, magic and mis¬ 
cellaneous skills. What does set it 
apart are two things; (1) its setting, 
and (2) its focus. First, this is the only 
game I’ve run across where the set- 
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ting is Hell. And second, this game, 
unlike a growing number of others, 
doesn't concentrate on the evil and 
twisted things your characters might 
do, but on the potential for good they 
have within them. 

When creating a character, 
you’ve a number of choices of what 
to become, from a priest hunting 
through Hell for souls wrongly 
imprisoned to a vile necromancer to 
a HeUspawn. Each starts out with an 
alignment, which is more a reflection 
of which side you're rooting for than 
how evil you are. A note should be 

made that Faithful characters (those 
backing God) have advantages, but 
are constrained in their choice of 
actions and magic. Those who are 
Infernal (guess who they back) have a 
wider choice of magic and actions, 
but don’t have any protection when 
something bigger and nastier than 
they are comes along. And trust me, 
something will. Helispawn and 
Necromancers start off as more 
powerful than Faithful characters, 
but have a bad habit of becoming 
outclassed unless they convert, which 
can be very difficult. (What does a 
seven foot tall, horned demon¬ 
wannabe tell a priest, “I’ve decided 
to become a monk.”?) 

If you haven’t figured out what 
my opinion is of Inferno by this 
time, I give it two claws up. It's new, 
it’s funny, it has the capacity to scare 
the pants off of you, and it gives the 
good guys a good name once more 
(as well as giving players a reason to 
be good). While the game's just 
reached the market, you horror fans 
should be able to convince your local 
dealer to round up a copy or two. 
With a $13.00 price tag, many of 
you who’d just stare at the store's 
copy can afford it. Just don’t play it 
in the dark, and remember to leave 
your nightUght on. 


Khaotic 

Marquee Press 
RPG system 

Reviewed by Dirk Dejong 


Khaotic, the latest offering from 
the fertile (and twisted) minds at Mar¬ 
quee Press , starts off with system 
mechanics looted from its sister 
games, Lost Souls and Legendary 
Lives, and proceeds to build an 
unusual sci-fi adventure game, touted 
as the first schizotronie RPG. 

1 don’t know if it’s the first (or 
only) schizotronic RPG (schizo¬ 
phrenic might be more accurate, as 
you’ll see later), but I do know that 


once more Marquee Press has creat¬ 
ed a new genre for players to live 
and die in. 

In Khaotic, you play a w volun¬ 
teer in a war against an army of 
cybernetically enhanced monsters 
that started popping up all over the 
globe. So far it sounds like any num¬ 
ber of other games that have come 
(and mostly gone) over the past few 
years. The twist is they've found a 
way of sending the minds of the PCs 
to the monsters' world to stop the 
invasion from that end. And when 
they do, the party takes over a mon¬ 
ster, That’s right, a monster, as in 
one, only one, monster. With the 
whole party playing Herman’s 
Head in there and finding that, in 
addition to having a pet tank to play 
detective in, they each gain incredi¬ 
ble psEpowers so long as they’re not 
the one controlling the body, you 
open the doors to mass chaos (three 
guesses where the name came from). 
Can you say "big argument time”? 
Or “watch them fight each other 
more than the enemy”? How about 
“major trouble”? 

You even have a choice of cam¬ 
paigns. You can go to Xenos, the 
monsters’ homeworld, or stay on 
Earth, fighting the ones that got 
through. So, if your players keep 
messing up on Xenos through really 
stupid arguments, just play on Earth, 
where everybody has his own body 
to put on the line. 

The system has no stats with the 
exception of Hit Points, as what are 
called Attributes are essentially 
mega-skills, and the regular skills are 
simply bonuses to the various Attrib¬ 
utes. It's a variation on the old Mar¬ 
quee Press house system, using 6 
sided dice in a manner reminiscent 
of such games as Axis & Allies. 
You roll as many dice as you have 
points in a skill, and add up the total 
points showing 1, 2, or 3 (for exam¬ 
ple, rolling three dice, you get a 1, a 
3, and a 6 — your total is 4), 

You then go back to the old 
house system where, instead of see¬ 
ing if that PC-eating monster hit 
you, you check his combat skill 
(given as a level) then see how you 
roll against your dodge skill. If you 
roll the monster's skill level or better, 
he misses (or more precisely, you 
ducked); otherwise, you’re adventur¬ 
er tartare. 

This system allows for extreme 
flexibility in creating characters and 
removes a large amount of dice- 
rolling. But not all is to the good as 
one of the advantages of having the 

GM roll the dice occasionally was 
that he could fudge rolls if necessary. 


This system allows for some fudging, 
but it’s more complex, as you have 
to mess with the number needed to 
succeed, leading to problems if the 
players remember what they had to 
roll last time in that situation. 

For those who’ve played either of 
the other offerings from the 
Williams, Khaotic is different 
enough that you should take a care¬ 
ful look at the rules. The differences 
can trip you up if you’re not aware 
of them, especially the shared body 
experience and new dice rolling con- 
ventions. But, like Lost Souls, 

you’ll find that cooperation is the 
key word. 

Nobody can survive without 
everybody pitching in. Even with the 
psychotronie weapons your monster 
carries, you’ll find the proper and 
judicious transfer of control (to allow 
different psi-powers and skills to be 
brought into play) can mean the dif¬ 
ference between living and dying. 

The bad points are few and far 
between. The biggest is the layout, 
with some columns being impossible 
to distinguish from sidenotes. Also, 
there are also no lists of standard 
equipment for what the average well- 
dressed monster is armed with. My 
final complaint is there aren’t pic¬ 
tures of what each monster type 
looks like. If you go through the 
comic inside the book you can get 
some idea but, even then, some of 
the major types aren't shown, and 
some that are, aren't described. 

Keeping ail this in mind, what’s 
my opinion of Khaotic? It really is a 
new genre, complete with new prob¬ 
lems and new solutions to them. The 
system offers great flexibility in char¬ 
acter creation, faster game play, and 
has the advantage of having major 
concepts pre-tested in other games 
so there aren’t likely to be unpleas¬ 
ant surprises. It has a good, well 
thought out background, with poten¬ 
tial heroes, villains, and quests built 
right in. There's also the capacity for 
problems I haven’t run into, as this is 
such a unique, and new, genre. 

My biggest stumbling block is 
also one of the biggest pluses, that 
shared body. You can really have 
some fun* or some major fights over 
it. All in all, Khaotic is a return to 
the creation of new and unique 
experiences by Marquee Press, just 
as Lost Souls was* and has enough 
of its sisters’ good points added to its 
own to make this a worthwhile addi¬ 
tion to any game shelf. 
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Product Line Overview 

Company: Tri Tac Systems 
RPG System and Supplements 
Reviewed By Dirk Dejong 


Talk about the phoenix rising 
from the ashes... Richard Tucholka 
has risen from the ashes of the early 
1980s gaming scene, Tucholka, the 
driving force behind such early 80s 
hits as The Morrow Project, 
Stalking the Night Fantastic, and 
FTL: 2448, has decided to restart 
his company, TriTac Systems, with 
a mixture of revamps of his old hits 
(sans Morrow Project, which is 
owned by another company) and 
some new ideas. 

Systems Evaluation 

Each Tri-Tac release shares a 
common game system with its sister 
games, one that has been described 
as the first generic role-playing sys¬ 
tem. While that may be an overstate¬ 
ment, as 1 believe a truly generic RPG 
system has yet to be developed and 
may never be, it’s fairly close to the 
truth. A skilLbased setup, with a 
rather complex and complete combat 
system, it really is as close to a gener¬ 
ic system as anything else on the 
market. There are options for almost 
everything, the biggest problem being 
keeping track of it all, Tri-Tac's 
releases have systems for firearm 
combat, unarmed combat, monster 
creation, psionics, clothing, vehicle 
creation, weapon creation, world and 
society creation, even diseases and 
allergies. While the index in the rear 
of each book is a great help, the 
sheer number of tables can be over¬ 
whelming. The fact that the books 
are quite good, perfect-bound, with 
large, readable type and tables (this is 
important if you have as many tables 
as these games) is of great import. A 
note should be made that the quality 
of editing, at least as far as spelling 
errors, could be improved. While 
most are minor and don’t affect any 
rules, it can be irritating to read while 
correcting spelling in your head. 
Also, the cover art on Fringewoithy 
and FTL: 2448, is stunning and 
must be seen to be believed. While 
the others are decent, those two real¬ 
ly give you a feeling of what it would 
be like inside the games. 

The biggest complaints l have 
with the Tri-Toe sisters are simple — 
too many tables and a combat system 
that can take forever to set up and 
run. While the system is more realis¬ 
tic than most, and does include a Fast 
Kill section for NPCs, it can be con¬ 
sidered overkill To determine if a PC 


was hit, and what happened, can 
take minutes, depending upon what 
type of weapon was used and how 
realistic you want to get. 

Everything from bone and nerve 
damage to hydrostatic shock is 
included. I haven’t seen a combat sys¬ 
tem with this much detail since the 
early 80s. Also, the hand to hand 
combat system contains some basic 
concepts that aren't as welt explained 
as they need to be, a significant flaw 
in an otherwise well planned system. 
The problems with system complexi¬ 
ty can be minimized to an extent by 
Tri Toe’s current and planned com¬ 
puter utilities, which will help you 
automate and keep track of many of 
the system variables. There are 
Apple II and IBM versions already 
out, and a Mac version is on its way. 

System good points and bad 
aside, Tri-Tec has succeeded in 
developing a number of well-done 
games based on a single system. 
Each game has it s own flavor and 
style; and you shouldn’t make the 
mistake of thinking that just because 
these use the same system they feel 
like clones of one another. Tucholka 
has done an admirable job of fulfilling 
one of the prime directives of a 
generic RPG — letting you switch 
from game to game without thinking 
about the system. 

Bureau 13 

Bureau 13 is the revamp of 
Stalking the Night Fantastic, an 

investigate-and-destroy game where 
you are one of the lucky (or unlucky) 
few who have an affinity for the 
supernatural. You’ve been recruited 
by Bureau 13 of the United States 
Justice Department, which special¬ 
izes in paranormal activities. 

As such, you have the enviable(?) 
task of being the U.S.’s first, and 
often only, line of defense against 
such things as demons, werewolves, 
and monsters of every ilk. Unfortu¬ 
nately, Bureau 13 is a secret orga¬ 
nization with few, if any, ties to the 
rest of the government, so you and 
your team are pretty much on your 
own. The only consolation is that you 
get much of your equipment free, so 
long as you can convince the dis¬ 
bursement agent, i.e, the GM, that 
you need it. 

Bureau 13 also includes a 
decent magic system and a well- 
thought out array of monsters to start 
your adventures with. As any fan of 
horror can tell you, horror is a per¬ 
ception of evil, not of physical form, 
so some of the more insidious mon¬ 


sters are, for instance, cult leaders, 
etc. 

All in all, there’s a lot to like 
about Bureau 13. First, though the 
premise is not new* it's done in an 
eminently playable style. Second, 
since you are a member of a govern¬ 
ment agency whose mission is the 
supernatural, you don’t have to make 
up hokey excuses for your players 
continuous encounters with monsters. 
Third, the 90 pages added to this edi¬ 
tion were used to flesh out the vari¬ 
ous monster, equipment, and magic 
lists, as well as provide a more 
detailed background. 

To design a successful horror game, 
you have to strike a balance between 
the characters, reacting to the honor of 
a situation, and the players, who want 
some control over their characters. That 
balance is a very delicate and crucial 
matter. While Bureau 1 3 leans to play¬ 
er control, as opposed to character 
reaction, it's not a problem; your char¬ 
acters are supposed to have much expe¬ 
rience in facing the supernatural any¬ 
way, and there are some GM controls 
to make sure a degree of character reac¬ 
tion is preserved. 

Fringeworthy 

This revamp is an exploration 
game, where you are one of the lucky 
few (1 in 100,000 to be precise) who 
can travel the Fringepaths, alien- 
designed portals to alternate versions 
of Earth, or anything else you can 
imagine. If you’ve ever wanted to visit 
ancient Egypt, explore the worlds of 
Sinbad, or find out what things would 
have been like if Germany had won 
either of the World Wars, you can. 

The one good thing is you’re 
being funded by a branch of the U.N, 
known as the Interdimensiona! 
Agency (IDA) and are a member of 
the Interdimensional Exploration 
Teams (IDET), As such, just about 
anything you can give a good reason 
for having, within reasonable limits, 
you get free. 

This edition of Fringe worthy 
contains a number of changes, not 
the least of which is a revised and 
greatly expanded background. The 
inclusion of alien races and other 
humanoids fills a major hole. There is 
a vastly more complete background 
on the Fringeways* including tables 
for things going wrong during a trans¬ 
fer to a different dimension. And, to 
get you going, there’s a small adven¬ 
ture designed to show you the system, 
and the possibilities inherent in it. 

As with its sisters, there’s a lot to 
like about Fringeworthy. First, this 
is a relatively untouched genre, done 


with wit and intelligence. Second, 
since it's a mission oriented system, 
there’s no need to have everyone 
there all the time. If someone's miss¬ 
ing* his character's just on vacation. 
Third, the 90 pages added to this 
version were used to good effect, 
with the addition of aliens and other 
humans* new equipment, and new 
information on the Fringes. 

With this genre, to allow you to 
take everything the alternate realities 
may throw at you, you either have to 
have a super-simple system, or a very 
complex one. While Fringeworthy 
leans to complexity, I feel that it has 
been well enough designed to handle 
almost anything that you, or your 
players, could wish for. 

Incursion 

This is the newest of the Tri-Tac 
releases, and the first that isn't a rere¬ 
lease of an earlier game, ft's an explo¬ 
ration game, where you are one of 
the lucky (or unlucky) ones whom you 
hear about in the tabloids (i.e, “I was 
kidnapped by aliens")* Unfortunately, 
you weren't kidnapped for scientific 
research but for profit. As the game 
starts* your intrepid group of victims 
manages to have a few breaks fall 
their way, and you get your very own 
starship, a genuine flying saucer com¬ 
plete with almost idiot-proof controls. 
The only problem is that it runs on an 
automated piloting system, and the 
former owners destroyed the codes to 
where Earth, or anyplace else, is 
located. You are left with only trial, 
error, and luck to get back home safe¬ 
ly. Just push a button and see where 
it takes you. 

Incursion has a number of items 
to recommend it, also* First* the 
premise is new, refreshing, and a lot 
of fun to get into. Second* since you 
have a mostly automated starship, 
you don’t have to get into the nitty- 
gritty details of “How fast does it go?" 
and "How many light years away is 
this planet?” It's refreshing to play a 
space game that doesn't have you 
doing as many astrogation calcula¬ 
tions as the Shuttle astronauts. Third, 
the background has been well 
thought-out, and offers room to 
expand down the road, so It won't get 
as stale as many systems that limit 
your actions because of the prevailing 
political or social conventions. 

As with Frlngcwortiiy, there 
aren’t any real Easter Eggs in this 

game, with the possible exception of 
the fact that there isn’t a ship creation 
system, something you might expect 
to find in a space RPG, As the game 
gives you a ship that cannot be recre- 
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ated, this may or may not be impor¬ 
tant. 

The successful space-opera games 
fall into either the high-end, with great 
detail and sophisticated systems, or 
the low-end, with sketchy background 
and simple systems. While Incursion 
favors the complex, the background 
and premise are flexible enough for it 
to retain much of the charm of the 
low end systems. 

FTL:2448 

This reworking has enough new 
material to almost qualify as a new 

game. Setting FTL:244S as an 
exploration game, a search and 
destroy game, an investigation game, 
etc. is not really feasible as this is one 
Tri-Tac release that tries to do it all. 
Set in 2448 (who would have 
guessed?) it covers most of the aspects 
of life in a very detailed future history. 
Exploration, trading, war (both com¬ 
bat and guerilla), spying, police work, 
and many other aspects of life 450 
years in the future are covered in such 
a way as to allow you to role play 
them. 

This edition of FTL:2448 con¬ 
tains a number of changes including 
the addition of much supplementary 
material. This is used to flesh out 


many of the optional campaign back- 
g rounds like Gop:2448 (a police 
campaign background). Also expand¬ 
ed are the ships (new types, new rules 
for construction and upgrading, even 
an entire set of deck plans), equip¬ 
ment lists (with some of the campaign 
sections having especial^/ strange new 
items), and the alien races section, 
with some new alien races and better 
descriptions of the old ones. As with 
all Tri-Tac games, the aliens alone 
are almost worth reading the rest of 
the book for, even if you like nothing 
else. Some small adventures are also 
included to get you going, with a vari¬ 
ety of different campaign settings 
being used. 

FTL:2448 has the potential of 
being either the best or the worst of 
the Tri-Tac line. First, this is a major 
reworking of the original, plugging 
many of the holes said original had. 
Second, the game, While certainly not 
new and, in fact, stepping on some 
rather well established toes (GURPS 
Space, Traveller, 2300 AD, etc.) 
is done with wit, style, and intelli¬ 
gence, something lacking in far too 
many other offerings today. On the 
down side, FTL:2448 is far and 
away the largest game Tri-Tac has 
put out (over 380 pages). It's so big, it 
was released in two volumes. Also, 


the supplementary material is some¬ 
what inconsistent in that certain sec¬ 
tions, like the Enemy Stars guerilla 
campaign, are well handled, elegant, 
and so well done that they could con¬ 
sidered non-optional; while others, 
such as the ship construction rules, 
are simply too complex for the needs 
of all but the most detail-oriented of 
gamers. It could take you literally 
months to design a ship if you fol¬ 
lowed all the options and made a ship 
of any real complexity. This section is 
best left for remodeling and cus¬ 
tomization. You should also know 
that any complaints about the number 
of tables in a Tri-Tac game are espe¬ 
cially true in FTU2448. This game 
has more tables than a college cafete¬ 
ria. 

With this genre, based on realism 
(a very real oxymoron), you have to 
be able to handle the inherent difficul¬ 
ties of portraying things in a realistic 
manner without killing the GM or the 
players by bogging them down in 
technicalities. FTL:2448 rides the 
ragged edge of how close you can get 
to bogging you down in minutiae, its 
saving grace being that the system is 
designed so that many parts are 
optional. If you are into hard-edged, 
realistic sci-fi role playing, not space 
opera, and enjoy playing rough, 


tough, real people, not varnished 
heroes, this could be the game for 
you. Just remember that, as in any 
good game, the amount of fun you 
get out of it is in direct proportion to 
the amount of time and energy you 
put into it. 


Raven Star 

Raven Star Game Designs 
RPG System 

Reviewed by Wayne Wallace 


Raven Star is a new RPG that 
brings many classic concepts into a 
new area. Out on the fringes of 
known space is planet C93. It would 
otherwise be an unremarkable 
hum an-habitable world used as an 
agricultural colony, except for an 
important discovery. 

In the timeline of Raven Star, 
that of the far (within 1000 yrs or 
so) future, the human race has dis¬ 
covered a mineral called Nor-X, 
After a long research time, It was 
found that Nor-X could be used to 
both make lightweight armor for 
vehicles... and is an essential compo¬ 
nent of the drive system needed to 
enter hyperspace. This discovery 
allowed humans to roam the galaxy. 


Strategy, mage, and valiant battles , who knows better than an ELVEN TRADER 
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to find new worlds, new races, and 
colonize many planets. 

One of these colonies is Raven 
Star. Planet C93 soon became akin 
to California in Lhe gold rush when 
colonists discovered a large deposit 
of Nor-X in some asteroid belts near¬ 
by. Later, the influx of new colonists 
and extensive exploration of the 
planet led to the discovery of ancient 
ruins and the runic writing upon 
them. The first translation gave the 
sentence: The coming of Raven 
Star brings rebirth/' 

And so it was that C93 became 
the gateway to lost treasures . As 
well, the runes showed that the 
extinct civilization controlled magic. 
Unlike the legends in many humans' 
fantasy books, magic was not rare, 
but was wondrous, and could be 
learned by those with a modicum of 
intelligence and dedication. 

The discovery of magic puts this 
universe into an interesting situation. 
Cybertechnology had long been 
used, and due to Corporations slowly 
taking over power from the faltering 
earth governments of the 20th cen¬ 
tury, the world of Raven Star might 
merely have been Cyberpunks in 
Space. As well, the aliens partially 
follow the magic/tech themes in that 
a couple of races fit the visual stereo 
type enough to be called elves and 
dwarves (though their societies are 
quite different from Tolkien’s soci¬ 
eties, and no one is immortal or 
much longer-lived than humans. 
They're actually closer to humanoid 
races that grew up on light-gravity 
and heavy-gravity worlds.) while the 
unique Assads and Khochas appear 
to have evolved from carnivores who 
won the intelligence pick on their 
world instead of the simian-types. 
With many of the best elements from 
fantasy and science fiction merged 
into a cyberpunk world on the fron¬ 
tier of space, Raven Star gives a 
gaming group a romping fun time in 
a unique universe. 

The actual book does a good job 
in telling the reader what he needs to 
know, given that it is the first effort 
of a new company. After reading the 
book, 1 found that Raven Star is ful¬ 
filling a role in the RPG market that 
hasn’t been done for some time. 
When D&D and its descendants 
came out, each was a further 
enhancement to a system that was 
not inherently world-specific. All one 
needed to do was buy or create a 
believable fantasy world, and run his 
adventures using (roughly) the same 
mechanics as everyone else. If a GM 
could say that his campaign was 
‘fantasy, uses !d20 in combat and 


skill checks, has experience or 
improvement points, and has charac¬ 
ter classes,” it was close enough to 
D&D that almost anyone would play. 

In the same way, a GM can call 
his campaign Raven Star-like by say¬ 
ing his campaign is a “mix of magic, 
sci-fi, cyberpunk, and style, uses 
ld2Q in combat, magic, and skill 
checks, has improvement points, 
and has skill-based characters." All 
that one needs to do is introduce the 
players to the world of Raven Star 
and its capital of New Chicago, 
teach the basic mechanics to the 
players, and everyone can have a 
blast playing in a world that supports 
a ‘heroic fantasy 1 outlook. Player- 
characters are purposely generated 
via a method that makes them supe¬ 
rior, one-on-one, to Joe Genera™, 
and allows them to succeed at cine¬ 
matic feats, all the while keeping the 
risk and uncertainty in a fight, that 
someone might just be hurt or killed, 
even a PC, 

Raven Star boasts impressive lists 
of cybernetics, equipment, magic 
spells, vehicles (including starships), 
and skills. The number of game 
mechanics needed to create a char¬ 
acter is small enough to be more 
playable than other systems, but 
detailed enough to keep the rules- 


worshippers quiet. The time scale for 
combat is a turn of 1-2 seconds, with 
50 such turns per minute, and 3000 
per hour, should it ever matter. In 
any turn, a PC may do one basic 
action, from firing a gun, to moving 
an appreciable distance, to casting a 
spell or opening a door. 

I ll admit it. I’m a rules^worship- 
per, and I demand high quality in the 
rules of any system. Without rules, 
one might as well collaborate on a 
novel with friends, right? Why have 
dice or rules at all? Well, Raven Star 
answers that by maintaining that an 
element of uncertainty should always 
be kept. A random factor exists to 
keep the game lively. Rules exist as a 
means of balancing the PCs and 
allowing the GM some clearly deli- 
nated powers to run the game prop¬ 
erly. Clearly, Raven Star is an RPG, 
and does not follow the trendy ’ rules 
always hurt the game" attitude. 

For those who love rolling large 
amounts of dice, 1 should mention 
that all weapon damage in Raven 
Star is done in d6s plus a modifier. 
A medium pistol does 3d6, and a 
laser rifle does 5d6+2, for example, 
and, assuming armor, should provide 
a reasonable wound to a PC while 
allowing him to stay in the action. If 
one just uses the old trick of group¬ 


ing d6s rolled into increments of ten, 
and adding the remainder, combat 
stays fast and furious. As well, since 
weapons top out around 6d6 at 
times, those of you with nightmares 
of rolling 2Qd6 D&D fireballs and 
15d6 Champions Energy Blasts need 
not fear the need to have hands like 
Kareem Abdul-Jabbar just to play the 
game. 

Overall, I went into Raven Star 
expecting the worst (I’m not a fan of 
many game systems) and came out 
with a twinkle in my eye. As well, the 
number of typos in the book is quite 
small, something unusual for a new 
company, and something that makes 
this compulsive grammar-checker 
quite happy. 

Finally, the GM section is very 
well-done and clearly states the ideas 
that make for a good gaming ses¬ 
sion. Raven Star breathes new life 
into the tapestry of genres it uses, 
and, because the designer purposely 
avoided explicit details of every 
nuance of New Chicago, your Raven 
Star can be as different from your 
friend's Raven Star, as Xanth is com¬ 
pared to Middle Earth. New Raven 
Star products are due in the first half 
of 1995, including sourcebooks 
titled, “Get Fitted for the Frontier," 
and “Magic and Martial Arts." □ 
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I t was not without misgivings that I let 
my wife drag me off to play in the 
FUDGE Fantasy game at GenCon '93* 
For one thing,, I'd come to make business 
contacts and play a few board games, not 
to role-play; Although i am an avid role- 
player, I've never been able to work up 
the least enthusiasm for one-shot games. 
Fin a builder at heart, addicted to watch¬ 
ing the slow growth of the PCs as a cam¬ 
paign story unfolds. 

My second misgiving was that the ads 
for FUDGE, which announced FUDGE 
Science Fiction and numerous other types 
of FUDGE adventure sessions in addition 
to the fantasy, had made me group it with 
TSJ? J s brand new Amazing Engine* Just 
one more company's attempt to hop on 
the universal-RPG bandwagon, head 
through territory pioneered years ago by 
games like the Hero System and Steue 
Jackson's GURPS. I was quite satisfied 
with the Hero System, thank you very 
much, and interested in other RPGS only 
for their ability to capture the flavor of 
very specific settings* West End Games" 
Star Wars and Cfiaosium's Pendragon, 
for instance, both seem ideally suited to 
their subject matter in a way that the 
Hero System could never imitate. 

My final misgiving about FUDGE was 
that the vision of choelatey confection the 
name called to mind, while certainly more 
appealing than the belch conjured up by 
the GURPS acronym, was hardly the 
heroic image worthy of a game of high 
adventure. 

Despite all these prejudices, ! went, I 
played, 1 thoroughly enjoyed myself, and I 
came away with a glimpse of a product 


Td never seen the like of in over fifteen 
years of role-playing* 

On returning home to the Ozarks, Ann 
and I immediately queried the publisher 
{Wild Mule Games) about obtaining a 
copy of the rules. It seems that Wild 
Mule was experiencing some unexpected 
production delays, however, because by 
the time it got back to us — just after the 
next year's GenCon — we’d written off 
the new company as defunct before it had 
begun. Happily, by way of apology for 
the delay, Wi/d Muie sent us a gratis 
copy of the rules, and I have to say it was 
worth the wait. 

FUDGE lives up to every bit of the 
promise it showed at the GenCon pre¬ 
view. 

What makes FUDGE unique is that it's 
not so much a universal role-playing 
game as a universal template to help 
game masters design their own role-play¬ 
ing systems* The acronym stands for 
“ Free for m Universal Do-It-Yourself 
Gaming Experience "'* It also signifies the 
fact that GMs are encouraged to 'fudge" 
the rules whenever and however they see 
fit* Surprisingly, however, the FUDGE 
rules should hold equal appeal for both 
the rules lawyer who likes everything 
spelled out in minute, mechanical detail 
and the devout storyteller who thinks a 
good rule book should be seen and not 
heard. The author never has the arro¬ 
gance to assert that one style of role-play¬ 
ing is inherently superior than any other, 
and does a truly admirable job of catering 
to all tastes* 

The book itself, like the rules it con¬ 
tains, is elegant and simple* Ninety-six 
pages and perfect bound, with a card- 
stock cover, FUDGE is almost entirely 
illustrated with public-domain 19th centu¬ 
ry woodcuttings (the one exception being 


the digitized photo on the cover). Unlike 
those gaming products I have seen lus¬ 
trated in a similar manner in the past, the 
FUDGE woodcuttings are more than ran¬ 
dom filler. All have been carefully chosen 
for their relevance to the topic at hand, 
and none are gaudy, abstract, or other¬ 
wise distracting* While the book is no 
visual masterpiece, it was laid out with an 
artist's eye, and is pleasant to look at as 
well as functional. 

As a bonus to gamers everywhere, 
there is more behind the simplicity of the 
rule book than the limited budget of a 
new publisher. FUDGE is a freeware 
game* All Wild Mule expects to get paid 
for it is basic compensation for the time 
and printing costs that went into produc¬ 
ing the book, with maybe a little on the 
side to invest in publishing new products. 
In fact they encourage you to download a 
free copy off the Internet (via anonymous 
ftp at ftp.csua.berkeley.edu in the directo¬ 
ry /pub/fudge/rules, with supplementary 
material available in other /pub/fudge 
directories). Permission has also been 
granted for gamers to photocopy the 
book for their friends and fellow players. 

The idea is to get people interested by 
offering a minimal-cost, high-quality 
game, then make money by selling adven¬ 
tures and other support products. 

Incorporating Intuition 

For as long as role-playing games have 
existed, they have been afflicted with the 
curse of their war-game origins: the 
tedious procession of charts, tables, and 
numbers that grows with every new sup¬ 
plement to a game as the designers' 
scramble beyond hope to account for 
every contingency which could possibly 
arise. Even the most streamlined of the 
universal RPG systems either require so 
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much math you can almost be sure of at 
least one miscalculation in any character 

you created (even if you use a calculator), 
or else are impossible to play without a 
separate world book for each genre you 
wish to use. 

The author of FUDGE puts an end to 
this by simply saying enough is enough, 
throwing all the charts and tables out the 
window, and starting again from scratch. 

Breaking reality down into a bunch of 
numbers may be the ideal way for a com¬ 
puter to analyze and digest it, but the 
human brain doesn’t work that way. Not 
one of us can eye a hole in the ground, 
assess its width to the nearest inch, and 
authoritatively say, “Okay, Gwen, you’ve 
a 16% chance of jumping that thing,* 

As the chaos theory made famous by 
Jurassic Park says, it’s impossible to 
account for all the variables in a complex 
system such as life-as-we-know-it. Despite 
fictitious supersleuths like Sherlock 
Holmes who can look at a muddy foot- 
print and deduce beyond a shadow of a 
doubt the maiden name of the mother of 
the man who left it, humans rarely spend 
much time dealing in absolute, quantifi¬ 
able certainty. Far more often we call on 
intuition to rapidly evaluate past experi¬ 
ence and give us a best-guess judgment of 
what is happening around us and what 
will likely happen next. 

Its a messy system, but it's a quick and 
effective one, and it’s elevated us from 
being second-rate scavengers to the very 
top of the food chain on earth. So why 
should role-playing games insist that we 
make like computers when they could be 
asking us to do what we do best (i.e.: 
make educated guesses)? 

FUDGE allows game masters to give 
free rein to their intuition, and in doing so, 
with one swift, decisive stroke, it reduces 
the huge tomes of charts and probabilities 
into a single manageable table which could 
be read by an idiot and can be applied to 
any situation which will ever arise. Yet the 
true magic of the system is that it does this 
without ever sacrificing the comforting 
certainty of numbers. 

Unless you feel hassled by the num¬ 
bers, that is; throw them all out the win¬ 
dow if you like. The game still works just 
fine. Better yet, keep the numbers you 
like and get rid of the ones you think are 
a pain. The whole point of FUDGE is to 
let you create the system you and your 
players always dreamed about. 


How it works is like this: every quality 
you can possibly imagine — be it some¬ 
thing about a person, object, or a situa¬ 
tion in general — is a called a Trait. Traits 
are then rated on a verbal scale of seven 
choices which range from Terrible to 
Superb, with allowances made for even 
more extreme ratings in rare situations. 
This frees GMs to decide completely off 
the cuff how good someone is at a skill or 
how difficult an obstacle is to overcome 
without having to do the least little bit of 
number crunching. 

Each of these seven Trait levels is 
paired with a numerical modifier (-3 to 
+3) which is used as a modifier to any 
result rolled on the Action ffeso/ution 
Table . The table itself produces a number 
of -4 to +4, and the final result is com¬ 
pared to the numerical value of the 
opposing Trait (if the obstacle is inani¬ 
mate) or the opposing Trait plus a second 
roll on the Action Resolution Tab/e (if 
the obstacle is someone actively trying to 
thwart you). If you’d like to translate the 
degree of success back into words, you 
need only subtract the opposing value 
from the original Trait roll and see which 
level it matches. 

For example: George Slickfingers, (a 
great pickpocket +2), tries to relieve 
Marla the Notably Observant (good per¬ 
ception + 1) of the family heirlooms con¬ 
tained in her belt pouch. George rolls a -3 
on the Resolution table (2-3--1), while 
Marla rolls a +1 (1 + 1 = 2). Obviously, 
George lost the resolution, since his total 
was lower, but how badly? -1 - 2 = -3 is a 
Terrible result. The GM rules that George 
sneezed at a critical moment. 

Any result which falls outside the -3 to 
+3 range may be regarded as really terri¬ 
ble or truly superb as applicable. 

This, then is the heart of the system 
and all you really have to know in order to 
play FUDGE, but the book contains more 
than bells, whistles and general good 
advice to make it well worth your while to 
track down a copy. It also contains some 
simple optional tables to help a game mas¬ 
ter do things like guide his players in build¬ 
ing characters that will suit his campaign or 
developing their characters through the 
use of experience points, determine objec¬ 
tively how much damage a character can 
take, or determine objectively how much 
damage a weapon can dish out. 

From the simple mechanics of Traits 
and the Action Resolution table, the 


author goes on to build a game system 

which is complete and ready to use, yet at 
the same time completely mutable. 

FUDGE breaks down Traits into 
Attributes, Skills, Gifts, and Faults, but 
Gifts and Faults are always optional and 
there are no set Skills or Attributes. Each 
game master chooses her own as she sets 
out to define her campaign. The book 
includes examples and rules of thumb to 
help you along, but if you're still feeling 
short on inspiration, no problem: just 
grab your favorite game off the shelf and 
start borrowing ideas you like. Better yet, 
grab several of your favorite games so 
you can mix and match. If you think the 
Social Standing attribute from Traveler is 
that game s sole redeeming feature, use 
it, then move on to another rule book. If 
you think AD&D’s weapon proficiencies 
are ridiculously specialized, decide on 
groups of weapons whose use should be 
considered a single skill in your game. 

Let your imagination run wild. 
FUDGE is the release valve for every 
frustration you’ve ever felt when you 
looked at a rule book and thought, 
’That’s stupid!” 

To insert a reality check here, some 
game mechanics do translate into 
FUDGE better than others. There are 
more than seven levels of magical mas¬ 
tery in AD&D, for example, so you can't 
just say a Superb wizard casts spells like a 
7th-level wizard. But FUDGE does 
include the catch-all category of Gifts, 
which don't necessarily need to be rated 
on the standard scale. If you’re totally 
enamored of AD&D magic, with a little 
work you can decide on how much expe¬ 
rience is needed to attain each level of the 
gift Wizardry, then translate the individual 
spells into FUDGE terms as they come 
up in the game. 

It is also worth noting that (as many of 
you already know), FUDGE is neither the 
first game to ever rate attributes on a ver¬ 
bal scale, nor the first to attempt condens¬ 
ing alt actions into a single resolution table. 

I believe both honors actually belong to 
TSR's Marvel Super Heroes, But where 
Marvel Super Heroes is pure role-play¬ 
ing pablum, simplified to target young 
comic book fans who have never touched 
an RPG before, FUDGE is a hearty, no- 
nonsense steak-and-potatoe$ meal. 
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Quality Control 

On top of its incredible excellence in 
conception, FUDGE excels in the equally 
important area of execution. The book 
skillfully guides the reader step by step 
through the factors he will have to consid¬ 
er when customizing the rules for his 
campaign world, from character creation 
to combat. 

At every step s the author offers at least 
one free-form and one mathematically 
calculated option for handling things, and 
he never assumes that he has exhausted 
all the possibilities. Best of all, since 
everything hinges on the simple, universal 
Trait and Resolution systems, the GM is 
free to change any single rule he cares to 
without worrying it might throw the rest 
of the rules out of kilter. 

While I have so far done only limited 
playtesting of the system, 1 tried as 1 read 
the book to predict rules problems that 
would arise in play. I came up with sever¬ 
al — and was astounded as, time after 
time, I would find an effective and simple 
answer to dispel my doubts, if not on the 
very next page, at least in the very next 
chapter. Believe it or not, for example, 
FUDGE handles all the problems of try¬ 
ing to squeeze giants, diminutive crea¬ 
tures, and superheros into its seven-step 
range of attributes with one astoundingly 
simple mechanic. 

What most convinced me that the 
author had carefully thought out the rami¬ 
fication of every aspect of his game 
design, though, was that in the published 
version of FUDGE he corrected a subtle 
mathematical flaw in the Resolution table 
that I had noticed after the GenCon pre¬ 
view, but too late to point it out to him 
(Le.: he found it without my help). 

Originally, the table had been weighted 
so that a character rolled a “+0” result 
almost half the time. While this was fine 
for facing inanimate hazards, it caused a 
real problem when two characters faced 
each other in combat. As a matter of 
probability, if one player had a simple 
one-level skill advantage over the other, 
he would be able to strike his opponent 
roughly three times as often as his oppo¬ 
nent could land a blow against him. In 
essence, this meant that luck played little 
part in combat unless the fighters were of 
identical skill — not exactly the way to 

build tension in a game. 

Thankfully, the Resolution table that 
finally got published has changed the pro¬ 


portion of blows traded from l-to-3 to 
approximately 2-3 for opponents with a 
one-level skill difference. The author has 
headed off the one true complaint I had 
about his game, so all I've been able to do 
for you as a critic is qualify my praise 
where it seems appropriate. 

For her work as publisher, editor and 
typographer of FUDGE, Ann Dupuis also 
deserves recognition for the excellence of 
her work. FUDGE is one of the best-edit¬ 
ed gaming products it has ever been my 
pleasure to read, I noticed only one single 
word in the entire book which might have 
been misspelled. It was one of those long 
words that looks inherently awkward no 
matter how you spell it, and I forgot what 
it was before I could tear myself away to 
look it up. Considering the rest of the 
book, though, I strongly suspect she got it 
right. This when I am accustomed to see¬ 
ing regular typos, misspellings, and errors 
in logic from even the high-budget pro¬ 
ductions of the largest game companies. 

Simply put, from start to finish, 
FUDGE is the sort of quality product that 
can't be mistaken for anything but a labor 
of love for everyone involved. If you're a 
role-player who frequents the Internet 
anyway, you'll be missing a real treasure 
if you don't download yourself a copy. 
Even if you don’t frequent the Internet, if 
you've ever found yourself tinkering with 
the rules to a role-playing games, you’ll 
find it well worth the effort to track down 
a copy of FUDGE. 

Gamers without access to the Internet 
or a friend's copy of the book will proba¬ 
bly have to mail order it directly from 
Wild Mule, You can write to them at \ \0. 
Box 838, Randolph, MA 02368-0838 
for complete information. 

At a price tag of $10.00 (plus 1 dollar 
shipping and handling) the book would 
admittedly be a so-so buy if evaluated 
solely on the quality of its physical com¬ 
ponents, but the fact that you re free to 
legally reproduce any or all of it could 
make it feasible for you to share the cost 
with a group of friends or with your entire 
gaming group. 

As a final word of caution, it should be 
noted that FUDGE is not anything a new 
game master should cut his role-playing 
teeth on. Though the game is elegant in 
its simplicity, and as well suited for players 
who are raw beginners as it is for those 
who grew up playing RPGs, it was written 
to appeal to those GMs who have grown 


to the point that they find themselves 
making up house rules and second-guess¬ 
ing the authors of their favorite systems. 

Most beginning game masters need the 
structure of an established set of rules, 
and would likely find the total freedom of 
choice in FUDGE more than a little over¬ 
whelming. (Editor’s Note: For more infor¬ 
mation on FUDGE you can contact Ann 
Dupuis via internet at Wild 
Mule@aoLcomj □ 
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BOAR.D 

WALK 

Edited by Marcelo A, Figueroa 


Board Game Reviews 



Dispatch From HQ 

It s been decided that I should 
take over the Board Walk, This col¬ 
umn was introduced nearly a year 
ago, but has rarely been seen since 
due to neglect and lack of manpower 
at the SHADIS offices. 

Like a good soldier, I will dust 
things off, clean house and set out to 
give my favorite gaming form the 
attention it deserves. 

At this point, you are probably 
wondering what qualifies me for this 
position. I have been gaming since 
1979, and l like to consider myself a 
renaissance gamer, as I have truly 
played just about anything I can get 
my hands on. 1 love to game, and 
since I have seen so many different 
games come and go over the years, I 
decided that I wanted to pul my gam¬ 
ing diversity to good use. 

The second reason is that so 
many people that play games today 
are getting locked into only one facet 
of our hobby. In other words, role- 
players are role-players, and 
wargamers are wargamers, and ne'er 
the twain shall meet. This is untrue! 

We want to promote the great 
diversity that our hobby holds for us. 
What better way to role-play a 
medieval siege in your fantasy game 
than by learning how to perform a 
siege from a wargame about that 
particular subject? I hope that you'll 
enjoy these reviews as much as we'll 
enjoy writing them. 

Til Johnny comes marching 
home again... 

Marcelo A. Figueroa 


Dynasty League Baseball 

By Design Depot 
Sports Board Game 
Review by Marcelo A. Figueroa 


Before you cry foul at me for 
reviewing a baseball board game, let 
us remember that this has nothing to 
do with the fact that Satan is the 
commissioner of baseball and that he 
has conspired with his earthly min- 
ions, Greedier and Greediest, to take 
away the Great American Pastime, 
crushing the only hope I had that my 
Los Angeles Dodgers would win the 
National League Pennant. 

Dynasty League Baseball is 
the freshman endeavor by Design 
Depot , but this game is the second 
work by Michael Cieslinski, who 
happens to be the creator of Pur¬ 
sue The Pennant. 

A Lot of fans have been playing 
Pursue The Pennant for years in 
fictitious leagues around the country. 
It used to be the best and most accu¬ 
rate baseball simulation game — 
that is, until DLB came along. 

If you’re looking for a baseball 
game that does not lack for detail 
and ease of play then this is no 
doubt the game for you. 

The level of detail is tremendous. 
Everything is taken into account in 
this game, from weather effects in 
the stadiums during certain parts of 
the season, to how Long a pitcher 
can last before you have to relieve 
him. Each player card is rated for 
stats from fielding (A - F, A being 


best) to base running to his skill at 
stealing bases. 

Suffice it to say that this game is 
complete. The box itself comes with 
all of the necessary charts and tables 
(including the nifty Bizarre Events 
table), stats for all of the major 
league stadiums, three ten-sided dice, 
and stat cards for 846 individual 
major league players. One of the best 
things about this game is that it only 
has twelve pages of rules (eleven if 
you discount the designer's notes). 

All of this game is played in the 
charts and the player cards. An aver¬ 
age game goes something like this: the 
Managers select what field they are 
playing at, which will in turn dictate 
who is the home team, and then pro¬ 
ceed to choose their starting lineups. 

These are then registered on the 
score sheet. Be forewarned, if you 
don’t already know how to keep 
score for a real baseball game then 
you could run into some trouble, 
because you 11 need someone to 
teach you: the rules do not explain 
how to do so. Once this is done, the 
Managers swap starting pitcher cards 
and they're ready for the first batter. 

The die scale for this game is 0 - 
999, hence the three included dice. 
The dice are rolled and the result is 
cross referenced on one of the cards 
{results of 0 - 499 are on the batter's 
card and 500 - 999 are on the pitch* 
er T s card). The results are individually 
tailored to the real Life probable 
results for each of the two players. 

For example, if Orel Hershiser of 
the Los Angeles Dodgers were pitch¬ 
ing to Barry Bonds of the San Fran¬ 
cisco Giants and 1 had rolled 252, I 
would look on the right hand side of 
Barry’s card, because Orel is a right 
handed pitcher, and see that he was 
walked (incidentally, 1 would mark a 


BB on the score sheet to indicate a 
Base On Balls). 

If I had rolled 647, then I would 
look on the left side of Orel s card, 
because Barry is a left handed batter, 
to see that Bany hit a ground single to 
center field, and that if there were a 
runner on second he would automati¬ 
cally score. Furthermore, if a runner 
were on first base he could make an 
attempt to go for third as it is a given 
that he makes it to second base. Nei¬ 
ther of the results required me to look 
at any of the extra charts; all of these 
results were listed on the player cards, 

1 know, this sounds like a lot to 
think about, but once you get used to 
it, this doesn't take long at all. A 
complete nine inning game can be 
played in about an hour. That’s 
about three hours shorter than a real 
baseball game, and you won't have 
to worry about some cheesy comedi¬ 
an grabbing themselves and spitting 
on home plate after disgracefully 
singing the national anthem. 


Mare Nostrum 

By Gavin Tovrea Games 
Historical Board Game 
Reviewed by Marcelo A, Figueroa 


I remember as part of my high 
school world history class, l got to 
see the movie Ben Hur. Other than 
the now immortalized chariot race 
scene, the only other part of the 
movie I remember sparking an inter¬ 
est in me was the scene where Judah 
Ben Hur (Charlton Heston) is a slave 
rower on a Roman galley when they 
engage in combat. 

It was great! You could just feel 
the tension building as he was forced 
to row faster with each passing 
moment waiting for the imminent 
ramming of the enemy ship. 
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It just so happened that at the 
time I was seeing this movie in my 
class, a local toy store chain was 
blowing out Avalon Hill war games; 
one of those was the game 
Trireme. 

The basic rules were, well, basic, 
and as long as you played with only 
them you'd understand the game. 
The advanced rules, however, made 
it considerably more realistic, but 
slowed it down a great deal and 
made it no fun to play. 

This game spent the next few 
years on my shelf until I finally part¬ 
ed with it at a local convention. Mind 
you, my reason for doing so was that 
it was too complicated for my tastes. 

Recently 1 attended a convention 
sponsored by the local chapter of the 
Historical Miniatures Game Soci¬ 
ety, and no sooner had I walked in 
the door that 1 saw the one of the 
most striking miniatures games I 
have ever seen — and remember 
this is an all-miniatures convention. 

1 saw eight players, each with 
their own hand crafted, balsa wood 
triremes. The oars of each ship, 
although it sound weird, were made 


of toothpicks stuck into holes drilled 
into the sides of each ship, but 
nonetheless looked the part of the 
oars on this kind of ship. 

The grappling hooks were made 
of small fishing treble hooks, which 
were attached to a piece of wire to 
represent the ropes; of course, the 
points were cut off of the hooks. The 
Marines participating in the boarding 
action were 15mm scale, and they 
even had b a Hist a miniatures being 
used as dart throwers. I knew I had 
to check out the rules. 

Mare Nostrum is as easy as it is 
playable. Each player can control as 
many ships as they feel comfortable 
with. The first thing you will need is a 
good amount of playing space; a dining 
room table should suffice. The turn 
sequence is pretty simpie to follow. 

Each ship has an initiative rating 
based on a modified d6 roll Then, in 
the movement phase, ships deter¬ 
mine speed, speed change, move¬ 
ment, grappling, missile fire, and 
most importantly, ramming! When 
ships ram each other, they attempt 
to de-grapple, melee, check for 
morale, and fight any fires. The 


movement section of the turn is obvi¬ 
ously the most important. Ships can 
turn (up to 45 degrees) only after 
they have been moved the minimum 
distance based on their current 
speed. The speeds are divided up 
into classes (Cruising, Full, Ram¬ 
ming, Stop, and Reverse). The actual 
distance in inches each ship is 
moved is based on the ship s size. 
The bulk of the system is in the 
effects of ramming. All ships have a 
number of hull points that they can 
take before they are sunk. Missile 
fire and melee are used for killing a 
ships crew in order to capture it. 
There are even rules for special 
equipment like towers, fire pots, etc. 

There are two big problems with 
this game, but both can easily be rec¬ 
tified, The first is that, at the time of 
this writing, Mare Nostrum cannot 
be found in game stores. It retails for 
$3.00 (you really can’t beat that!}, 
and can be ordered by from Gavin 
B, Towea,1519 Pen Hollow Court, 
N. Las Vegas, NV 89030. 

The second problem comes in 
acquiring the pieces. You can order 
the hand crafted ships from the 


same address, and they are reason¬ 
ably priced (a generic trireme was 
about $20), 

If you want to wait a little while, 
the company will be releasing a line 
of ships cast in resin. The marines 
and equipment can be found at just 
about any game store that carries 
miniatures. Tape measures, dice, 
and toothpicks shouldn't be hard to 
find. 

You can use the Empire War 
Galleys from GW’s Man O r War, or 
if you're desperate, just make them 
yourself out of cardboard, and use 
half inch counters as your Marines. 

This game is seriously worth a 
look. It’s fast, it's simple, and most 
of all it would be tough to beat visu¬ 
ally, 1 loved it, and once I get my 
hands on a few of the ships I plan on 
showing it to a few of my friends. 
I'm sure they’ll like it too: we all had 
the same history teacher in high 
school. □ 


GET FITTED FOR THE ULTIMATE ADVENTURE 



RAVEN STAR -1000, Published Aug, 94. 

RAVEN STAR is a science-fiction role-playing game with a 
background setting of a world featuring a streamlined blend of 
Fashion, Style, Rock, Pop, Sex, Violence, Cutting-edge 
Cybernetics, and the Reborn Power of Magic. 

MAGIC AND MARTIAL ART -1200, 

To be published Feb. 95. 

Details information about magic and its increasing influence in 
the Raven Star setting. New spells will also be introduced. In the 
Martial Art section new sty les of martial art and their special 
attacks will be detailed, including new optional rules. 


GET FITTED FOR THE FRONTIER * 1100, 

To be published Dec. 94. 

A catalog of what can be bought by players to enhance their 
ability to survive in the wild Raven Star frontier. New Gear and 
Cybernetics will also be featured. 

J 

RISING DARKNESS - 2000, 

To be published May 95. 

RISING DARKNESS is a new horror/adventure role-playing 
game with a contemporary setting involving an ongoing secret 
struggle between the powers of good and evil. The player can 
customize their minions of evil or warriers of good who possess 
special abilities to aid them in their causes. 


RAVEN STAR GAME DESIGNS • 31600 SCHOENHERR-M10, WARREN, Ml 48093 
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Palladium’s 
Heroes Unlimited 


Mystic China™ 

China as you never envisioned it! Ancient magic, martial ans masters, su¬ 
pernatural predators, and the dark underworld of mystic China as you have 
never dreamed. 

Highlights Include: 

* *14 new classes of Chinese Marital arts, 

* *Mudm — The power to deflect any attack. 

* *More Atemi, Chi, Katas, Zenjoriki, and other mystic abilities. 

* *New O.C.C.s, R.C,C.s and P.C.Cs suitable for Heroes Unlimited* Nin¬ 
jas Si Supers pies and Beyond the Supernatural. Including the Wu 
Mage, Blind Mystic, Fang Stub the Master of Geontancy, Monster 
Hunters* Hong Kong millionaires, and many more. 

* *Chl magic with 87 new spell, chi magic, geomancy, and celestial callig¬ 
raphy and more. 

* *7 new Psychic Characters Classes suitable for Beyond the Supernatu¬ 
ral. 

* *The enigmatic Oriental dragon, creatures of pure chi and impossible 
to control. Oriental ghosts* fox spirits, undead, phantom tigers and su¬ 
pernatural being. 

* *10 different types of Immortals imprisoned for centuries now make 
their bid to enslave the human race and achieve ultimate power. Ad¬ 
ventures and adventure ideas. 

* ^Written by Erick Wujcik. 

* *192+ pages — $19.95 plus $2.00 for postage and handling. 

* *Scheduled to hit the stores in February, 1995, 

■i 

Mystic China Sourcebook™ 

Erick Wujcik has created such an expansive world of Chinese mysticism 
and wonderment that it could not be contained in one book! Mystic China, a 
200+ page extravaganza of dart, adventure will be quickly followed by the 

Mystic China Sourcebook! 

* Gods and demigod of the Divine Realm of the Jade Emperor, 

* I Ching, the ancient Chinese system of divination. 

* *More alchemy, plus elixirs of mutation and immortality, 

* Internals and a whole range of evil supernatural beings. 

* The Triads and lots of villains and mysterious NPCs. 

* The Valley of Chia Ching* ruled by the lost imperial family of the Ming 
Dynasty. 

* rung linen — the Caves of Wonder, home of the Earth dragons, white 
tiger, Immortals, Fu Sang Trees* swamps of negative chi, supernatural, 
magic, and adventure, 

* Adventures, mystery and more. 


Aliens Unlimited™ 

For Heroes Unlimited™ & Rifts® 

This giant. Villains Unlimited style sourcebook is packed with aliens, mu¬ 
tants. cyborgs, power armor clad troops, robots, and superbemgs from across 
the universe. 

Highiights Include: 

* New superpowers, bionics and magic spells, 

* Expanded alien character generation tables, 

* 84 alien player character races and over a hundred aliens amt monsters 
in all. Complete with background descriptions, powers and creation 

stats, 

* High tech weapons, robots, power armor and equipment 

* Secret Organizations government watch groups, alien law men, bounty 
hunters, heroes and villains. 

« The evil AtoHan Empire and other villains. 

* Alt artwork and designs by Wayne Breaux. 

* Written by Wayne Breaux Jr. and Kevin Siembieda 

* For use with Heroes Unlimited and Rifts. 

» Includes Rifts and Rifts Phase World conversion notes and suggestions 
throughout. 

* 192 pages — $19.95 plus $2.00 for postage and handling. 

* Available now! At fine game, hobby, book and comic shops everywhere. 

Available at hobby shops 

and comic stores everywhere! 

Copyright 6 UW5 Puliadaum Boob* Inc. All ri^hh reserved. 


* Over 1(H) pages (final page count and price to be announced). 

* Estimated date of release April, 1995 

■ 

Scrapers™ — Coming this Spring 

John Zcleznik and Kevin Siembieda team up to create another extraterres¬ 
trial superhero setting. This time its on the planet known as 'Scrapers." A high 
tech world of towering skyscrapers and cities the size of continents. It is also a 
planet under siege by alien invaders and dark conspiracies. Dozens of alien su¬ 
perheroes, villains* invaders and adventure! 

* All artwork and designs by John Zeleznik. 

p Written by John Zeleznik and Kevin Siembieda. 

* 192+ pages — $19.95 plus S2.00 for postage and handling. 

* Should be in stores everywhere Spring 1995. 

Heroes Unlimited™ 

This massive 248 page role-playing game is still one of the lew super-hero 
games that enables players to create every genre of hero: cyborgs, robots, ali¬ 
ens* mu tarns (human and animal), and men of magic, as well as super-sleuths, 
marital artists, weapons masters, psychics, and even crazy heroes. 

Written by Kevin Siembieda, illustrated by Mike GuMovich, cover by Star- 
anko. Compatible with Beyond the Supernatural, Rifts* TMNT, Ninjas & 
Superspies* and the entire Palladium Megaverxe. $19.95 plus $2.00 for post¬ 
age and handling. 

Palladium Bonks® 12455 Universal Drive 

Dept- D Taylor, Mi. 48ISfl 


PdUtiiiTu BwU. Mcjiavcrac. and Rite are ail re^isicfca Trademarks owned St Licensed by Kevin Siumhicda. Hcroon Umlmiiieti Scr^rs mxl nhcr iiik* air irutkimrk* uwiKtHsy Kevin Sicmbigdn, 
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Miniatures 




Miniatures 



Miniatures 


Check out the miniatures 



Check out the price 

(most packs retail for $5.50 and have three figures w/slotted bases) 


QoCcfiers &Qwords Games 

— 40 Jarvis Street 

Binghamton, NY 13905 
607-723-4556 


tHt 

e.xce.ptiowi to 

tH e. KuL_e.i 


Call to find out the nearest retailer to you! 












PERSPECTIVES 


The World of Miniatures 

By Ken Carpenter * B&W Photos by Don Witmer 


F or those of you who are recent 
additions to New Perspective s 
readership, each of the review fig¬ 
ures are rated, on a scale of 1 to 10 (5 
being average), in three categories: Tech¬ 
nical (the production/casting quality of 
the piece), Artistic (the level of detail and 
creativeness in the figure), and Value (is it 
a worthy piece to add to your collection). 
While I will look at review material from 
the largest or smallest manufacturers, I 
don't c6nsider it my duty to put an occa¬ 
sional bad piece into the column just to 
tear it apart. Consequently, what you see 
here almost always has some redeeming 
value or merit (or a special interest group 
paid me to put it in)* 



Mouslings, Mounted Verminites 





~ ■ ■ V 



Br "i ■ 
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She-Cat, Witch 

Grim Reaper Casting’s Nasteez™ line 
Sculpted by Pete Boundy 
#5044/^5045 ♦ 25mm ♦ $2.25/$2,00 
Technical: 8 ♦ Artistic: 5 ♦ Value: 5 


Grim Reaper's Nasteez line contains 
almost 60 figures, most of which are ‘bad 
guys’. These figures, the She-Cat and 
Witch, are among the better figures in 


the line* The casting is excellent, with 
nearly invisible mold lines. 

The She-Cat reposes on a rocky sur¬ 
face with a couple human skulls and a 
plate mail vambrace, her tail rising up 
from behind. She isn't clothed, other than 
a light fur over most of her body. Her face 
is well shaped, but the detail could be 
sharper. Proportions are very good and 
the pose is natural and relaxed. Painting 


will be fun, although getting the fur just 
right will be a challenge. Good lining on 
the face can reclaim some of the lighter 
details. 

Centered in her protective star, arms in 
mid-gesture, wind blowing her hair and 
thin gown — the witch appears to be 
nearing the climax of a spell Her propor¬ 
tions are good, though the facial features 
and some of the sculpting is only ade¬ 
quate, There is some real creativity in the 
figure, and the hair is excellent; however, 
the detail isn't terribly sharp or well 
defined. Overall, I d have to say that this 
was very close but falls just a bit short of 
being a really nice figure. 

The listed prices are for these figures in 
the lead-free material. In lead, the price is 
just $1.75 per figure. 


Mouslings, Mounted Verminite 

Reaper s Verminites line 
Sculpted by Terry Williams 
1367/1368 1369/1352 ♦ 25mm ♦ $1.00 ea 

I 

Technical: 6 ♦ Artistic: 6 ♦ Value: 8 


So you’re looking for that field or 
sewer dwelling race to infest your world? 
Reaper’s Mouslings and Verminites may 



She-Cat, Witch #5044/#5045 
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New Perspectives 



Battle Knights #3202 



Bricks #175026 



Elf Leader, Elf Wizard #3501/3510 


be just the thing. These figures demon¬ 
strate the 'have fun with it 1 side of the 
Reaper lines, and their prices give them 
the momentum to make it work. These 
mouse-like critters don't have graceful 
lines or regal features, but they have 
entertainment written all over them and 
paint up very well. 

There are minor parting tines along the 
center of the figures, as well as some small 
amount of flash in the tight areas. Nothing 
major, but some clean up will be required. 

The mounted verminite figure is very 
good and has much more detail than 
you’d expect. The rider, a cartoony 
rat-man (verminite) is quite humorous, but 
it T s mount steals the show. The mount has 
a well detailed face and saddle, plus con¬ 
vincing proportions. The price is only a lit¬ 
tle less than what you'd expect to pay for 
this figure, versus the usual basement 
prices of the Reaper lines. Why does the 
silly Verminite mount remind me of a kan¬ 
garoo rat? To the best of my knowledge, 
I've never seen a kangaroo rat with a skull 
covered saddle,,. 

Sometimes the artistic rating doesn't 
tell the whole story, I consistently grade 
the Reaper lines above average because 
though the sculpting can sometimes be a 
little rough, the creativity of the figures 
compensates, and the ‘fun’ factor is very 
high in this line. At this price, pick one up 
and see if you don’t agree. 


Battle Knights 

Grenadier’s Personalities Apart line 
Sculpted by Sandra Garrity 
#3202 ♦ 25mm ♦ $4.50 
Technical: 8 ♦ Artistic: 7 ♦ Value: 6 


WeVe been waiting for these for a long 
time. Finally we can build a personalized 
figure - just the way we want it! 
Grenadier’s Personalities Apart blisters, by 
Sandra Garrity, come with two bodies, 
four arms, and three heads (no, not all for 
the same figure), allowing twelve possible 
combinations in each blister. If you get 
two or three blisters of different knights... 
well, you get the idea. The more you 
have, the more you can customize. 

There are few parting lines to speak of, 
except a few minor traces on the heads 
and arms. Clean up and assembly are sim¬ 
ple. One of the great points of these fig¬ 
ures is that you can pose them in ways 
that would be nearly impossible to cast as 
a single piece. 
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The sculpting is very good, with sharp 
lines and some intricate detail. There isn’t 
a lot of detail, but what there is has fine 
definition. The shields have been left blank 
so you have plenty of room to paint family 
crests and the like. The knights have a 
choice of axe, sword, and/or shields. 


Bricks 

Soldiers & Swords’ Champions™ line 
Sculpted by Bob Ridolfi 
#175026 ♦ 28mm ♦ $4.95 

Technical: 5 * Artistic: 8 ♦ Value: 6 


For use with ICE/Hero Games" Cham¬ 
pions, the super-hero role-playing game, 
these Bricks give you all the muscle you 
could ever need - and then some; 

Both figures have minor to moderate 
mold lines along the sides, between the 
legs and under the arms. However, due to 
the exaggerated proportions of these 
bricks, the lines are easy to reach and to 
file away. Clean-up was surprisingly quick 
and easy. Each figure comes with a plastic 
base. 

Our first brick, with the 'Friday the 
Thirteenth’ face mask, has well defined 
muscles, though his forearms are a bit out 
of proportion. While hes standing poised 
and motionless, there is some life in his 
torso's position. 

The next brick is bulkier but very well 
proportioned. If the first brick is Arnold 
Schwartzenegger in The Last Action 
Hero, this one is Arnold in Predator. He 
has some sort of skull cap and his face 
wears a "ready for anything’ look (a fine 
trait in a super-hero). 

For the super-hero impaired, Brick is 
the term used for physically based charac¬ 
ters, where strength is their best trait. The 
two figures in this pack are the embodi¬ 
ment of the super-hero brick. There are 
more blisters in this line, so ask around; 
iVe been impressed with all Ive seen of 
them so far. 


Elf Leader, Elf Wizard 

Heartbreaker’s Tim Prow series 
Sculpted by Tim Prow 
#3501 #3510 ♦ 28mm ♦ $2.25 each 
Technical: 8 ♦ Artistic: 9 ♦ Value: 8 


The back of the blister card reads “Tim 
is surely the newest and brightest star in 
the miniatures field/’ Looking at these two 
figures, it would be hard not to believe 


that claim. Tim seems to have taken the 
best from his experience at Games Work¬ 
shop, and the input of former co-workers, 
to become a fantastic, new artist. 

Parting lines are visible...if you look 
hard... thro ugh a microscope. Only some 
minute sheeting on the leader s shoulders 
and a slight line down his sword can really 
be seen. 

The scaled armor and breast plate of 
the Elf leader has crisp lines. His cloak is 
trimmed with a detailed band, and his 
helm is adorned with a dragon, wings 
spread, holding a crystal. The elfs fea¬ 
tures are sharp with high cheekbones. 
Held before him is an ornately carved 
greats word. 

Standing firm against a buffeting wind, 
the elf wizard prepares to cast a spell. His 
robes and cloak are detailed to an incredF 
ble level, from runic trim to Draconic 
emblem to flaming hem. In addition, he 
bears a twisted staff topped with a wreath 
of magic. He also exhibits the sharp, 
high-cheeked features that have become 
popular for etven figures. 

I hate to draw parallels between sculp¬ 
tors, but Tims work is very reminiscent of 
Chaz Elliot’s and Jez Goodwin’s, Now 
there’s some good company. 


Gargoyle 

Leading Edge s Bram Stoker s Draculo m 
Sculpted by Pete Boundy 
#5411 ♦ 8 25mm ♦ $5.95 
Technical: 7 ♦ Artistic: 6 ♦ Value: 5 


A huge, chunky piece of beast, this 
gargoyle from Leading Edge is Gothic 
Horror all over. A two piece figure, the 
wings come separate from the body. 

The figure is very clean except for a 
minor parting line across the top of the 
figure. Cleanup is easy. The wings fit pret¬ 
ty well, but some epoxy is recommended 
to ensure a seamless joint. 

Detail is choppy and rough, as befits a 
stone-like creature. The lines are sharp 
and angular, creating a heavily muscled 
look and powerful impression. The wings 
are heavily angled as well. Leading Edge 
has the knack of being in the right place 
when licenses are being handed out, and 
this line has incredible potential. 



Gargoyle #5411 



Ferret Thief #2001 


Ferret Thief 

Dark Horse’s Excursion into the Bizarre 
Sculpted by Allison Dayne Frankel 

#2001 ♦ 25mm ♦ $2.15 

Technical: 5 ♦ Artistic: 6 # Value: 6 


Wow! A small company working for 
recognition, Dark Horse has taken a big 
risk in departing from the ’typical 1 , but it 
really pays off on this figure. 

Despite negligible parting lines and no 
flash to speak of, the ferret does have one 
or two spots where very fine detail 
appears to have burned away, but the loss 
doesn’t have a marring effect on the rest 
of the figure. For example, it appears that 
a thin collar or necklace was worn, but the 
chain seems to have burned away on the 
back of the neck. It can be reconstructed 
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STREETRUNNERS 


VETERAN SCOUTS 


SHATRATS 

(SZR-22 $6.25) 


MERCENARY 

(SZR-3 $2.IS) 


...and more 
CORP MARINES 


SIMTAC, Inc 


JXIWEST 

tiENO 


20 Attawan Rd., Niantic 


RR3 Box 2345 


SHATTERZONE TM & ;f: 1994 West End Games 
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New Perspectives 



Con-Anne #MWW002 


with a bit of fine wire, or you can just file the 
rest off as if it were never there. 

While the figure has pretty good detail, 
with long dirk, belt, and eye patch, the huge 
selling point to me is the position of the fig¬ 
ure, The spread-out crouch is incredible and 
definitely adds a new level of depth to the fig¬ 
ure. Td like to see more along these lines - 
lots of movement and lots of variety. 


« *4 • ' 1 ^ ’ I , 2*- ’’TT . *. T T 7 

>• , V'ulv. * • *&/**-■*:*- * \ . 

Con-Anne 

Simtac’s Macho Women With Guns™ 

Sculpted by Dave Summers 
#MWW002 ♦ 25mm ♦ $2.15 
Technical; 8 ♦ Artistic: 6 ♦ Value: 5 


For Blacksburg Tactical Research's 
tongueHn-cheek Macho Women With Guns 
game, here's a macho woman who fits the bill* 
There is an insignificant parting line along 
her right leg and another trace on the left side of 
her abdomen. Slight lines can also be seen on 
her left arm, and her sword has a few rough 
spots that will require a little filing. These all 
require only minor attention to touch up. 

This is definitely a macho woman. In fact, 
rue yet to meet a man as macho as this femme. 
However, while I wouldn’t date her, I would 
want her on my side in a fight. She’s scantily 
dad in boots, breast cups, and fur loin cloth. Her 
face is well formed, if masculine, and bears a 
look of concentrated anger. 

Though she isn’t equipped with the games 
namesake, a gun, she is still more than I’d want 
to deal with in a dark alley. □ 


Next Issue, a miniature s 
scenario for games workshop's 
warhammer battle game!! i got 
dibs on the dwarven mercenaries! 





Complete Set of 
Star Corps Miniatures 

23 Figures in Lead-Free Pewter 
plus Game Book 

$39.95 
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(without game booh $54.95) 


Send a 3,A,S,E, for price list. Or 
send $1,00 (refundable with order) 
for our photo Illustrated catalogue to: 

LANCE St LASER MODELS, INC 

P 0, Box 14491 - Columbus, Ohio 43214 


Complete Set of 
Critter Commandos 


32 Figures in Lead-Free Pewter 
plus Game Book ($67.95 value) 















































“Fellowship at die Ring by XR.R. Tolfcian 


Full Registration.*■■■ 

{Includes: Rulebook, 3' x 2' Full Color Map, First Two 
Turns FREE! & 3 Month Subscription to GSI's Newsletter.) 

Turn Fee (2 & 3 week games available) .. 

Rulebook Alone (Win apply toward registration). 

Full Color Map (Add $2.00 for mailing in tube) .... 

CREDIT CARDS ACCEPTED 
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Marque 


TM 


Special Play-By-Mail Section 


Edited by Patrick M. Rodgers 


"Adreu, adieu, to you and 
you and you-au/* 

P ost Marque is moving 
on. Welt be making our 
final appearance in 
issue #18 of SHAD IS maga¬ 
zine, so well save the tearful 
farewells until then. Several 
other magazines have 
expressed an interest in acquir¬ 
ing Post Marque, but nothing is 
certain at this point. Look for 
details next issue. 

SHADIS will continue to 
cover the PBM industry with 
reviews and industry coverage, 
but the material will fall under 
the Closer Look column and 
Bits n' Pieces along with 
other forms of gaming. Our 
goal over the past year was to 
introduce new players to the 
world of PBM. 

PBM companies who wish 
to have their games or prod¬ 
ucts reviewed in SHADIS 
should make arrangements 
directly with the head office for 
getting reviewers in their 
games. SHADIS will also be 
looking for freelance reviewers 
to cover various PBM games, 
so if you are interested, drop 
us a line. 

An interesting new magazine 
makes its debut soon, covering 
the field of PBM/PBEM, but it’ll 
never see print Called l< Beyond,” 
it will be published electronically. 
No firm details are available at this 
time concerning formats, plat¬ 
forms, etc., but it seems like an 
exciting venture. Well have more 
next issue, but in the interim, why 


not check out rec.games.pbm on 
the Internet? 

Although we haven’t 
received any review material, it 
appears that the official Trav- 
eiler PBM has finally been 
launched. For more details, 
contact Eclipse Entertainment, 
PO Box 28397, Tempe AZ 
85285. 

It seems so far off, but Post 
Marque is already getting 
geared up for Origins ‘95. 
The Philadelphia convention 
center is huge, and it's just 
minutes from many of the 
city’s exciting attractions. Don’t 
miss this one or you'll be kick¬ 
ing yourself forever. 

That’s all for this time. 
Don’t miss our SHADIS swan 
song next issue. 


Ship Ahoy! 

New Gaines on 
The Horizon 


Most PBM wargames are 
decidedly slanted in favor of 
land battles and land-based 
units. Not so with Thunder at 
Sea, a tactical naval wargame 
from Command Authority 
Games. The game features a 
number of different scenarios, 
and has a definite focus on his¬ 
torical accuracy and realism. 
Detail-oriented gamers will be 
gratified by the depth of the 
game. 

The rules are printed simply 
and punched for a three-ring 
binder. The lack of page num¬ 
bers is frustrating, but a concise 


index and the use of section 
header numbers cuts down on 
search time. 

An interesting feature is that 
players are not allowed to 
coordinate strategy outside of 
the game mechanics. Players 
must use an in-game communi¬ 
cation system, which, on rare 
occasions, can be intercepted 
by enemy agents! urn print¬ 
outs consist largely of numeri¬ 
cal data, although there are 
graphical radar reports. 

All things considered, while 
experienced wargamers will 
likely be delighted by the prod¬ 
uct, first time PBMers with no 
prior wargame experience 
might find themselves lost. For 
more information, contact 
Command Authority Games, 
PO Box 1391, Iowa City, 1A 
52244-1391 

Sigma Games has announced 
that City State is now fully com¬ 
mercial. Previously, the historical 
war game had been hand-moder¬ 
ated as a hobby. We received only 
a summary of the rules, which 
state that the game is set in a 
nonspecific area of ancient Greek 
history. 

Four of the countries begin 
the game as computer-con¬ 
trolled positions; additionally, 
the computer will take over any 
dropped positions. The print¬ 
outs appear to be simple dot¬ 
matrix, with very basic graph¬ 
ics. Information is presented in 
both verbal and numerical for¬ 
mat, with a plain English para¬ 
graph report for each regi¬ 
ment. 


Pricing information was not 
included. For further details, 
contact Sigma Games, 43 
Stainburn Rd,, Moortown, 
Leeds, LS17 6NP, United 
Kingdom. At press time, the 
game was limited to UK play¬ 
ers. 


Let’s Split 

A review by 
Patrick M. Rodgers 


If there were an award for 
most unique concept in PBM, 
my money would be on 
Monastic Software , for their 
“ what-else-can -you-say-about- 
it” game, You’re An Amoe¬ 
ba, Go! I kid you not. This is a 
game about, well, slime. 

I hated biology in high 
school; 1 actually managed to 
fail it for a trimester. After 
reading the rules, I was sorry 
I’d agreed to play, as it was 
obviously a game for micro¬ 
scope jockeys. Now that IVe 
given it a go, I see I was a bit 
hasty. The technical jargon 
really doesn't detract from 
gameplay. 

The premise is simple. Each 
player begins the game with a 
small number of identical 
amoebae under his control. 
Each amoeba is rated in a 
number of different fields, each 
of which has an effect on the 
amoeba’s performance. For 
example, its Defense rating will 
affect its ability to sustain dam¬ 
age in combat, as well as resist 

disease, while its Perception 
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Post Marque 


rating will affect its ability to 
determine the presence and 
nature of other organisms in its 
immediate area. 

When an amoeba achieves 
a strength rating of at least four 
(through feeding or other 
means), it may split. Two iden¬ 
tical organisms exists where 
there was previously but one. 

Additionally, each organism 
will have a player-selected rat¬ 
ing improved by one point. 
Occasionally, mutations can 
occur. Players are notified in 
advance if any of their amoe¬ 
bae are eligible to mutate. 
When an organism splits, the 
mutation affects each of the 
two new organisms differently, 
sometimes positively, some¬ 
times negatively. 

In addition to its statistics, 
an amoeba may purchase spe¬ 


cial abilities. These include 
improved methods of attack, 
movement, feeding, and 
defense. These abilities are 
actually purchased with statis¬ 
tics; for example, disease resis¬ 
tance costs two points of 
Defense. 

Perhaps the most important 
ability to acquire is Direction, 
which allows an amoeba to 
understand directions, and 
specify which direction it will 
move in if issued a movement 
order. 

Amoebae gain strength 
points by feeding. Early in the 
game, this is achieved primarily 
through use of the '"Grow" 
order, which instructs an amoe¬ 
ba to feed on nutrients that 

exist around it. 

The eventual object of the 
game is to control a certain 
number of Strength points with’ 


in the cube that comprises the 
game. Thus, creating new 
organisms and destroying 
organisms belonging to other 
players are equally important. 

The biggest appeal of the 
game seems to be the ability to 
customize. The organisms that 
a player begins with are totally 
generic. From there, a player 
can effectively design combat 
units, intelligence units, etc., by 
improving certain statistics. 
Decisions need to be made: 
which should be developed first, 
defense or attack? Which is 
more valuable, one strong 
organism with a strength of six, 
or two weaker units with a 
strength of 3 each? 

The rulebook is reasonably 
straightforward. There's not a 
lot of information to cover; the 
game is relatively basic. Howev¬ 
er, read carefully, as some 
important facts are mentioned 


only once. Turns are crisply 
printed, and the information is 
easy to digest. 

The time to fill out a turn 
varies depending on the num¬ 
ber of amoebae a player con¬ 
trols, but average time seems to 
be five to ten minutes. The 
game is suitable for first-time 
players who have an interest in 
biology, or experienced gamers 
looking for something different 
(even those who hate biology). 

You’re an Amoeba, Go! 
is not a game of grand strategy 
or Machiavellian plots. Diplo¬ 
macy is minimal. It's fun for a 
change, however, and is solidly 
designed and well moderated. 
Further information is available 
from Monastic Software, PO 
Box 4156, Ithaca, NY 
14852.Q 



OUT TIME DAYS 


Out Time Days is a Piay-By-Mail game of life m a strange world. Emphasizing role playing and 
inter-player communication, OTD is a game for those who like to join with other players around 
the world in figuring out puzzles, creating working economies, exploring large sections of worlds, 
undertaking or tracking criminal activities, or fielding capable armies. The worlds explored art 
living, vibrant locales that will change through your character's actions. 

With the ability to journey in many eras (you'll start in a medieval-like location), you'll enjoy 
adapting to new sets of abilities and restaints or you can focus on a single 
place and become well established. OTD is a combination 
Science Fiction-Fantasy game. It is 99% computer moder¬ 
ated to ensure fairness, and 1 % GM moderated to allow for 
creativity. A maximum of I turn per week is allowed. Cost 
per ium is S5.00. The game is open-ended with each ^ 

new character playing a vital role. A special start- . lTV Tf 

up is available if you mention this ad. 

Receive a rule book, startup turn 
and 5 turns for just $5.00 ($20.00 outside 
U.S. and Canada), a $35.00 value! 

Dependable, weekly, error-free turns 

since 1984 


__ * 




To sign up or for more information write to: 

Twin Engine Gaming, 3254 Maple Leaf Ct., San Jose, CA 95121 


Wanna try a tactical space game 
and pay only $20 for the entire game? 

Then ask for information on 
Space Combat. 
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A Closer Look at the 
Small Press World 


Edited by Mitch Michaelson 


T here are many ways the fanzine 
world is reshaping itself right now. 
My mail is filled to overflowing 
with talk of a small press federation, sev¬ 
eral fanzines with a single massive booth 
at a major con, a small press convention, 
regular online small press “town meet¬ 
ings, " and more. 

Almost none of the editors argue with 
one another, and everyone is aggressive 
and disciplined. In point of fact, it's the 
small press editor who has proven he (or 
she) can conceptualize something and 
then make it work. So why does nothing 
substantial occur? Eagles don’t fight 
among themselves, but neither do they fly 
in flocks. 


The costs to enter small press are 
dropping and the quality is skyrocketing. 
The voices of small press are echoing the 
same sentiments, and the editors are 
beginning to help one another. Could 
something bigger be far behind? 

Mitch Michaelson 


WE NEED YOUR HELPf 

ff you’re a fanzine editor, piease keep us current on 
urtiat s up with your zine! If you read this coiunn and 
have any suggestions, fed free to write to me in care 
of this magazine. You can also contact me directly at 
PO Box 642026, Omaha, NE 68164. 
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The Quarterly 
Paranormal 


Inquisitor 


Terror Watch 


Publisher: Tim DuPertuis 
Editor: Tim DuPertuis 
Frequency: Quarterly 


Publisher: Chuck Payne / TTS Graphics 

Editor: Chuck Payne 
Frequency: Quarterly 


Among fanzines, inquisitor stands 
out as one of the most visually appealing. 
Each issue of this thin, black-and-white 
“forum for Warhamvner 40K players” 
includes many grayscale photos of mod¬ 
els, a few articles, and pages of army lists. 

Not only are the photos among the 
best in zinedom, but the print quality is 
equally good. The strong covers make it a 
durable play aid. Since Inquisitor covers 
the tactile world of tabletop gaming, [ fig¬ 
ure a focus on the visual aspect is to be 
expected. 

While some of the articles are optional 
house rules (piled on top of the game’s 
already extensive rulebase), some are 
rules clarifications, including questions 
about WH 4OK. Most of the answers are 
by Games Workshop staff. Inquisitor also 
discusses supplies, model scales, con sur¬ 
vival techniques, and overviews of minia¬ 
tures and GW books. There are frequent 
references to articles in White Dwarf 
and comments about miniature prices (a 
sore spot among miniatures gamers). 

Inquisitor is an 8,5" by 11" fanzine 
for Warhamvner 40K players and can 
be contacted at: Inquisitor, PO Box 
14485, Santa Rosa, CA 95402-6485. 


Years ago I played Bureau 13: 
Stalking the Night Fantastic and found 
it memorable, in part due to a creative 
GM and in part due to the game's 
approach. Bureau 13 is a covert agency 
that secretly tracks down and destroys 
supernatural beings (like the guys who 
suppress Mulder's cases in the X-Files), 
Now Terror Watch, the fanzine “For the 
Agents of Bureau 13 1 has me interested 
again. 

A slim, comb-bound 8.5" by 11.5" 
zine, Terror Watch presents articles on 
the investigations of Bureau 13 agents. 
The article Book fore & More delved into 
fiction in search of threads for B13 sto¬ 
ries, and another article described Ash 
from the movie Army of Darkness. (Of 
course, he had the Fencing skill with his 
Chainsaw.) Other articles discussed what 
kind of ammo to use on dinosaurs, how 
to conduct covert missions without look¬ 
ing like a suit-and-sun glasses FBI agent, 
and an adventure with a troll under the 
back stairs of a suburban house. 

Terror Watch has gotten off to a 
good start. The articles are already good, 
but 1 hope they get a chance to increase 
the page count. Contact them at: Terror 

Watch, 145-B S. McDonugh St., Decatur, 
GA 30030. 
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Zine Scene 



Luminary 

Publisher: Quintessential Mercy Studio 
Editor: Kevin Graeme 
Frequency: Quarterly 

Luminary is a magazine climbing out 
of the range of small press with a produc¬ 
tion run of 5,000, Its more of an avant- 
garde fanzine — what else would you call 
a zine with a tagline like "Perspectives 
Beyond the Role-playing Paradigm?" 

Published by the new game company 
Quiniessentta/ Mercy Studio (a William 
Spencer-Hale and Dave Newton project), 
Luminary mixes philosophical discus¬ 
sions with moody art that involves lots of 
skulls. There were several editorials by 
editors, writers, and artists in the last 

issue, 

A magazine for mature role-players, 
Luminary covers the broad topics of sci¬ 
ence fiction, fantasy, and horror in the 
forms of movies, fiction, and games. 
Mixed in are cartoons and discussions of 
anime and miniatures. They review a few 
games each issue and interview profes¬ 
sional writers. There’s also a lot of fiction, 
which many magazine readers beg for. 

To their credit, Luminary has one of 
the highest bang-for-your-buck ratios 
among fanzines, with a high page count 
and a relatively low cost. This “magazine 
which embraces the fundamental power 
of human imagination and creativity” can 
be reached at: Luminary, 162 Viking 
Court #4, Athens, GA 30604. 



Interregnum 

Publisher: Peter Maranci 
Editor: Peter Maranci 
Frequency: Monthly 

It took the longest to overview Inter¬ 
regnum because it's an APA zine, mean¬ 
ing it's huge. Good thing I took my time, 
because some of it is excellent. IR was 
originally intended as a temporary pro¬ 
ject, but developed its own stable of mem¬ 
bers and now comes out monthly. 

Even though most of the members 
communicate via the Internet, IR does not 
exhibit the confrontational attitude so 
common there. Instead, it has lucid, intel¬ 
lectual writing. Some of the articles are 
astute, insightful views into role-playing. 

I chuckle reading some of their opin¬ 
ions on science fiction TV shows. I read 
some of the fiction, which I normally 
avoid in game zines. (WhaFs more, I 
enjoyed it.) 

The down side of IR is the same as 
with all APAs: they use lots of abbrevia¬ 
tions (tike “RAEBNC”), some authors 
write stream-of-consciousness, and there 
is almost no art. Most of these are mini¬ 
mal complaints, though, and to offset 
them, IR has superb layouts and smart 
articles. For a sample copy, write to: 
Peter Maranci, 81 Washington St. #2, 
Malden, MA 02148, 



The Unspeakable Oath 

Publisher: Pagan Publishing 
Editor: John Tynes 
Frequency: Quarterly 

The Unspeakable Oath is one of the 

very coolest magazines around, and 1 sel¬ 
dom use the word “cool.” Rarely have I 
heard its readers complain, and having 
read it, neither can L TUO is published by 
the friendly folks at Pagan Publishing, who 
also produce adventures for Chaosium J s 
Call of Cthulhu. Based on what my 
CoC-playing friends have said, Pagan sup¬ 
plements are amazingly good. Fve read 
the adventure Devil's Children, and it 
was great. The magazine is equally good. 

Mere pages into it, I found inspiration 
for my own fledgling horror campaign. 
Not only do articles provide fictional NPCs 
and plots, but more frightening, some 
describe real world events and books that 
Gatekeepers can use in their Cthulhu 
games. Such books aren’t tabloids but real 
tomes written in unknown languages. This 
creepy mixture of fiction and nonfiction 
helps build the Cthulhu Mythos. 

TUQ's cover and interior art are ren¬ 
dered by well-known artists like Anson 
Maddocks and Jesper Myrfors, 

I’m not sure if iFs technically small 
press, but TUO can’t have a readership 
above a few thousand. Send your sub¬ 
scriptions immediately to: The Unspeak¬ 
able Oath, 403A N. 8th St., Columbia, 

MO 65201. □ 
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Your Source for Role-Playing Games and Accessories 


ESSEX • RAL PARTHA • GRENADIERRAFM • STONE MOUNTAIN 
HEART BREAKER • CITADEL • THUNDERBOLT • MINI FIGS 


We stock a LARGE selection of miniatures! 
For the Historical and Adventure Gamer alike 



MAGIC! MAGIC! MAGIC! 

The Gathering 

Store Hours: Hies ■ Sat 11:30 to 6:00 


Artwork toy Greg Taytor 
©Copyright 1994 War Horse Games 


MAIL ORDER 

We Ship Anywhere 



in the 



tates 


433 N. State Street 


Ukiah, California 95482 


Phone: (707) 468-9067 


Fax (707) 463-0269 
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Other 


A Directory of Game Related Publications 

Compiled by Mitch Michaelson 



GUARDSMAN THE 

21611 Park Green Dr. 
Katy TX 77450 
ADScD fanzine 


ULLIPUT GAZETTE THE 

1200 W. 40th St. #238 
Austin TX 78756 
Crunchy Frog Ent. house organ 


ABA PROCEEDINGS 

PO Box 119 
Limon CO 80828 
Traveller fanzine 

AD INFINITUM 

PO Box 30912 
New York NY 10011-0109 
How-to articles - general gaming 

ADVENTURER'S CLUB 

PO Box 1605 
Charlottesville VA 22902 
Hero Games house organ 

ALARUMS & EXCURSIONS 

3965 Alla Road 
Los Angeles CA 90066 
Long-running genera/ game APA 

ALL OF THE ABOVE 

9071 Dallas St. #D-8 
La Mesa CA 91942 
GURPS fanzine 

ALLIANCE 

PO Box 10142 
Pittsburgh PA 15232-0142 
Star Wars RPG fanzine 

ARGHAzine 

11818 Palmsprings Dr. 
Houston TX 77072 
C/ub neuis/etfer 

BLACK MOLE 

69 Atheriey Rd. Shirley Southhampton 
SOI 5DT ENGLAND 
Mufti-genre 

CAMELOT 

319 W. Grand 
PerryviUe MO 63775 
General aduenture gaming fanzine 

CAR-PGa Newsletter 

11 E. 5th Bonham TX 75418 
Game organization newsletter 

CHALLENGE 

PO Box 1646 

Bloomington 1L 61702-1646 
GDW house organ 

CHARACTER CHRONICLES THE 

417 Adams SE 
Albuquerque NM 87108 
ADScD fanzine 

CRYPTYCH 

30617 US Hwy 19 N. Suite 700 
Palm Harbor FL 34684 
Genera/ RPG magazine 


DRAGON THE 

POBox 111 
Lake Geneva Wl 53147 
The grandaddy of RPG zines 

DUNGEON 

PO Box 111 
Lake Geneva Wl 53147 
TSB's aduenfure magazine 

DUNGEONEER DIGEST 

RR#1 Box 81 
Flat Rock IL 62427-9735 
ADScD fanzine 

ETHER ILLUSTRATED NEWS 

101 Hackbeny Apt. #1503 
Clute TX 77531 
Space- 1889 fanzine 

FANTAZINE 

PO Box 642 
Lakewood CA 90714 
World of Tarnak 

FLAGSHIP 

113 Gable Hill Road 
Levittown PA 19057 
International PBM magazine 

FRACTAL SPECTRUM 

17-29 Main St. Suite 316 
Cortland NY 13045 
PBM gaming fanzine 

GAME ORACLE THE 

1851 N. Ivar #208 
Hollywood CA 90028 
Bi-month/y 

GAME SHOP NEWS 

2339 Milstead Circle 
Marietta GA 30066 

Promotional tabloid 

GAMER THE 

1879 E. Orange Grive Blvd, 
Pasadena CA 91104 
Tab/aid gaming magazine 

GAMER'S CONNECTION THE 

PO Box 2531 
Elk Grove CA 95759-2531 
Genera/ game reviews Sc articles 

GAMER'S FORUM 

800 Emory St. Apt B. 
Imperial Beach CA 91932 

General roleplaying 

GREY WORLDS 

1008 Hill wood Drive 
Lewisville TX 75067-5020 
ICE house organ 


HAYMAKER] 

1502 & 32nd St. 

Omaha NE 68105 
Hero System APA 

HEXAGONE 

CP 63 succ 

Montreal QC HIV 3L6 CANADA 
French / English 

HIT POINTS 

PO Box 2752 

Chapel Hill NC 27515-2752 
Game organization newsletter 

IMPERIAL DISPATCHES 

919C Santas Clara Ave. 
Alameda CA 94501-3429 
Quarterly science fiction miniatures 

INCOMING FIRE 

PO Box 392 
Stamford NY 12167 
Companion Games house organ 

INQUISITOR 

PO Box 14435 
Santa Rosa CA 95402-6485 
Warhamme r 40k fanzine 

INTERFACE 

919 Santa Clara Ave. 
Alameda CA 94501 
Cyberpunk 2020 fanzine 

INTERREGNUM 

81 Washington St. #2 
Maiden MA 02148 
Genera/ rolep laying APA 

JOURNAL OF THE BRJTTANIC 
TECHNOLOGICAL SOCIETY 

21W127 Tee Lane #3 
Itasca IL 60143 
Space; ISS9 fanzine 

JOURNEYS 

PO Box 1646 

Bloomington IL 61702-1646 
Dangerous Journeys fanzine 

KARMA LAPEL 

PO Box 5467 
Evanston IL 60204-5267 

Newsletter - humor some game related 

LAST PROVINCE THE 

TFR 45 Duke St. 

Edinburgh EH6 8HH ENGLAND 
Jndependent British gaming 


LOST LEGENDS QUARTERLY 

PO Box 362 
Logan UT 84323-0362 
Darkurthe Legends fanzine 

LUMINARY 

162 Viking Ct. #4 
Athens GA 30604 
General roleplaying magazine 

MELBOURNE TIMES 

2800 NASA Road One #514 
SeabrookTX 77586 
Farth Co/onies Deue/opmenf League 

MORNINGSTAR RISING 

PO Box 642026 
Omaha NE 68164 

Quarterly ad venture gaming fanzine 

MOTIVE 

190 Reed St. 

Athens GA 30605 
Multi-genre 

PAPER MAYHEM 

1518 Adams St. 

Ottowa IL 61350-4770 
Large PBM magazine 

PAPYRUS 

4823 Flintridge Ct. #2 
Rockford IL 61107-5010 
RPGs 8c BBS files 

PARALLEL UNIVERSE PARKING 

1243 & 23rd St 
Lincoln NE 68502 
Science fiction & fantasy newsletter 

PORTABLE GAMEPLAY 

1000 East State St. 

Lehi UT 84043 
Gameboy newsletter 

PYRAMID 

PO Box 18957 
Austin TX 78760 
Steve Jackson Games magazine 

REQUESTS! 

4030 Valley View Ln. #233 
Farmer's Branch TX 75244-5029 
American Mensa Ltd. PPG S/G 
newsletter 

RECON 

649 E Si. PO Box 162 
Chub Vista CA 91910 
Quarterly boardgame zine 
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RENEGADE TRANSMISSIONS 

889 Mowry Ave, 

Fremont CA 94536 
Renegade Legion famine 

REVELATIONS 

PO Box 341136 
Los Angeles CA 90034 
Fat Messiah Games house organ 

SAN JOSE STRATEGIC GAMING 
SOCIETY MONTHLY 

1234 Canary In, 

San Jose CA 95117 
Club newsletter 


os f, 


SCAVENGERS 

519 Ellin wood 
e City SD 66523-1329 
malt press magazine 


SCRAWLS FROM THE SPRAWLS 

PO Box 10097 
Glendale CA 91209-0097 
Shadowrun-Cyberpurck APA 

SCROLL THE 

PO Box 14616 
Portland OR 97214 
Mu fti-gen re 

SEDATED 

PO Box 20405 
Bloomington MN 55420 
Shattered Dreams fanzine 


SELF PUBLISHER 

Dimestore Stories Productions 
PO Box 360041 
Strongsville OH 44136 
Keuiews self-published material 

SHAD IS 

17880 Graystone Ave. #203 
Chino Hills CA 91709 

Independent gomes magazine 

SIGNAL-GK 

45 Fairfield Hebden Bridge 
West Yorks UK 4X7 6JD 

Mega-Trmte/ter fanzine 

SILVER GRIFFIN 

PO Box 1751 
St, Paul MN 55101 
General ro/eplayfng 

SILVER SWORDS & SORCERY 

11685 SR 691 
Nebonville OH 45764 
Fantasy HFGs 

SOUTHERN AURORA 

7 Rupert Ct. 

Thomastown Melbourne 
Victoria 
AUSTRALIA 

SPACE GAMER/FANTASY GAMER 

PO Box 11424 
Burbank CA 91519-1424 
Freestyle i?FGs 


SPINWARD TIMES 

823 Ponsard St. Brossard 
Quebec CANADA J4W 1W1 

MegaTYa u^/ler fanzine 

STARSHIPS STARPORTS & VEHICLES 

3890 50th St. 

San Diego CA 92105-3005 

MegaTraveiler fanzine 

STARSONG 

Rt, 2 Box 26Q-B 
St. Matthews SC 29135 

Sci-ft / fantasy anthology 

SWORD & BLASTER 

21Q2-B Wexford Dr. 

Norcross GA 30071 



TMRGS 

598 Thompson Station Rd. 
Newark DE 19711-7520 
Space; 1889 fanzine 

VGRTEXT 

1066 28th St, 

Oakland CA 94608 
Quarterly general games magazine 

WARP fact or 

SU 3213 Williams College 
Williamstown MA 01267 
Newsletter * mostly GUKPS 
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WHITE DWARF 

3431-C Benson Ave, 
Baltimore MD 21227-1072 

Games Workshop house organ 

WHITE WOLF 

4598 Stonegate Ind. Blvd, 

Stone Mountain GA 30083 
White Wolf house organ 

WORLD BUILDER THE 

PO Box 576 
Milton WA 98354 

Fanzine for creating RPG worlds and 

fantasy settings 

The OTHER RAGS list of gaming 
publications will be presented in 
SHAD1S once or twice per year. You 
can help us keep this list as up-to-date 
as possible by letting us know what 
zines we’ ve missed and notifying us of 
information that is incorrect or has 
changed. 

Publishers and editors of magazines 
that would be of interest to other 
gamers are invited to send us informa¬ 
tion so that we can get you on our list. 
Also, make sure we get a copy of your 
magazine so that it can be reviewed in 
the Zine Scene. Q 
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uin Games PO. Box 3344 (Inn Arbor dll 48106 ( 313 ) 662-6021 


•These are not Wizards of ihe Coast, Inc. products. Mapc: The Gathering is a trademark of Wizards of the Coast, Inc. Wizards of the Coast does not endorse these products 

Mystical Companion, Codex of Shadow Sorceries and Dueler's Gazetteer are Irademaiks of Hunted Harlequin Games 
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Your Link to Game Conventions 


T he following list is provided by Conven¬ 
tion Contact, a magazine devoted to 
announcing gaming*related conventions. We 
presently focus on conventions in states east 
of the Mississippi, Please note, that many of 
the conventions we have chosen to list are 
not specifically game conventions but deal 
with topics of interest to many gamers (Le, 
fantasy/sd fi cons). We will expand our list¬ 
ings as information is reported to us.We urge 
you to write or call the con organizers before 
attending (in case of date/lime aHerations). If 
you are a con organizer, or know of a con 
that should have been listed (no matter 
where it takes place), please contact us at: 
Convention Contact, PO Box 3342 WBB, 
Dayton OH 45409-9342; 513-222-GAME. 

1/6-B: Neorocon. do Ravenstone Games, 
6825 Rags Center Dr, Columbus OH 43229, 
614-882-9012. Location: Harley Hotel, 
Columbus OH. Focus: gaming (ind Vam¬ 
pire), art show, con suite, filking, SF, fantasy 
(Le. Reiaxacon). Weekend Rale: $10 ($15 
10/31-12/15, $18 at door) 

1/6-B: Siege of Augusta (3), Jim Birdseye, 
3411 Kerry PL, Augusta GA 30909. 706-737- 
5735, Location: Landmark Hotel / Conv. Cerv 
ter, Augusta GA, Focus: historical miniatures. 
Weekend Rate: $13 (HMGS=$10, $15/$13 at 
door) 

1/6-8: Tropicon 13, Box 70143, Ft. Laud¬ 
erdale FL 33307. Location: Airport Hilton, 
West Palm Beach FL, Focus: SF, fantasy, 
numerous guests Weekend Rate: $18 ($24 
after 5/31) 

1/13-15: Arista (6), 1 Kendall Sq„ #322, 
Cambridge MA 02139. 617-371-6565. Loca¬ 
tion: Park Plaza Hotel, Boston MA. Focus: 
SF, fantasy, gaming, filking, masquerade 
films, LARPG, comics. Weekend Rate: $25 


1/13-15: Chattacon (20), Box 23908, Chat¬ 
tanooga TN 37422-3908. 404-578-8461. 
Location: Road House, Chattanooga TN, 
Focus: SF, fantasy, art show, gaming, mas¬ 
querade. Weekend Rate: $20 ($20 11/30-1/1, 
$30 thereafter) 

1/13-15: Confurence, P.O. Box 195B, Gar¬ 
den Grove C A 92642-1958, 

714-530-4993, Location: Airporter Garden 
Hotel, Irvine CA. Focus: Anthropomorphic 
Seminar/Convention, various guests. Week¬ 
end Rate: $20 ($2512/1-1/1, $30 at door) 


1/13-16 Games University, Ultraviolet Pro¬ 
ductions, POBox 668, Upland, CA 91785. 
Location: Red Lion Hotel, Ontario, CA. 
Focus: Demonstration-oriented and introduc¬ 
tory gaming. Weekend Rate: $22 (uni 12/31; 
$25 at the door) 

1/13-15 (estimated): Making Orbit, Terry & 
David Berry, 394 Soutfibay Dr„ Jan Jose CA 
95134.400-321-0154. Focus: SF, space 

1/13-15: Rustycon (12), Box 84291, Seattle 
WA 98124 . 206-367-1150. Location: Hyatt 
Regency, Bellevue WA, Focus: SF, fantasy, 
dances, casino (play money). Weekend Rate: 
$20 [3307/5-1/2, $30 at door) 

1/14: Wintercon, P.O. Box 656, Wyandotte 
Ml 48192. Location: Kennedy Recreation 
Center, Lincoln Park ML Focus: wide selec¬ 
tion of all games. Weekend Reg, Rate: $10 

1/14: W.S.U. Game Fair, WSU Adventurers’ 
Guild, P.O. Box 31016, Dayton OH 45431, 
513-876-2475. Location: Wright State U., 
Dayton OH. Focus: charity auction, RPGA, 
Magic, Torg, AD&D, Call of Cthulhu, Tri-State 
RPG Championship member. Weekend 
Rate: $5 [no game fees except for MAGIC} 

1/14-16: Battteeon (3), Trags, 3023, Han¬ 
cock St., Ste C, San Diego CA 92110. Loca¬ 
tion: Old Town Ramada Hotel, San Diego 
CA. Focus: gaming. Weekend Rate: $15 ($20 
after 11/30) 

1/20-22: Constitution (3), PO Box 13607, 
Silver Spring MD 20911- 3607. 301-608- 
0744. Location: Maryland Inn, Laurel MD. 
Focus: RPGs, RPGA (including 1st run LC, 
Virtual Seattle & Chemchaux), minis and 
board games, LARPG, Magic, Weekend 
Rate: $17 (322 at door) 

1/27-29: Confusion, AASFA, Box 8284, Ann 
Arbor Ml 48107. 313-GURU-PHD, Location: 
Holiday inn Crowne Plaza, Romulus ML 
Focus: SF, fantasy, panels, gaming, semi¬ 
nars, computers. Weekend Rate: $20 ($25 
11/15-1/15,330 after) 

1/27-29: Gamicon Epsilon, PO Box 525, 
Iowa City IA 52242. Location: Nat'l Gd. 
Armory, Iowa City 1A. Focus: wide variety of 
gaming, hucksters, auction. Weekend Rate: 
$13 

1/27-29: Round Con, Trella Wilhite, USC, 
PO Box 80018, Columbia SC 29225. 803- 


695-9473. Location: Quality Inn NE, Colum¬ 
bia SC. Focus: gaming, RPGA, SFB, Magic, 
LARPG. Weekend Rate: $10 (SlSafter t/15) 

2/3-5: Club Con, P.G, Box 3100, Kent OH 
44240. 216-673-2117, Location: Holiday Inn, 
Independence GH* Focus: RPGA, RPGs, 
minis, board and card games, Puffing Billy. 
Weekend Rate: $13 

2/3-5: Cremeeon (1), PO Box 37986, Mil¬ 
waukee Wl 53237. Location: Manchester 
East, Milwaukee WL Focus: SF, Fantasy, 
Dealers, art, masquerade. Weekend Rate: 
$20 ($30 alter 1/4} 

2/3-5: Dead of Winter (2), The Forever 
Knight Fan Club, PO Box 1228, Boston MA 
02130-0011, 617-522-0387, Location: Days 
Inn, Woburn MA. Focus: GOH: Nigel Bennett, 
costuming, art, sodai/dance. Weekend Rate: 
$35 ($40 after 12/1) 

2/3-5: Eatoncon, Prof. George Slusser, Box 
5900, U. of California, Riverside CA 92517. 
909-787-3398,787-3233,787-3221 
Focus: SF 4 Fantasy literature 

2/3-5: Winter War (22), Donald McKinney, 
986 Pomona Dr., Champaign IL 61821. 217- 
351-9194. Location: Chancellor Hotel, Cham¬ 
paign IL Focus: gaming. Weekend Rate: $6 
($8 at the door) 

2/10-12: Confabulation (7), do Fox, Box 
443, Bloomington IN 47402-0443. 812-336- 
8238 (5pm-10:30pm). Location: Stonehenge 
Lodge, Bedford IN. Focus: SF, fantasy, 
filksinging, gaming. Weekend Rate: $20 ($22 
9/5-12/14, $25 thereafter) 

2/1(M2: Hurricon, PO Box 4728, Ft. Watton 
Beach FL 32549. 904-862-7323. Location: 
Okaloosa Island Holiday Inn, Fort Walton 
Beach FL. Focus: games, art show, videos, 
lectures, filking, auction, guests. Weekend 
Rate: $30 ($35 after t/15) 

2/10-12: Winter Fantasy, RPGA Network, 
P,Q. Box 515, Lake Geneva Wl 53147. Loca¬ 
tion: Hyatt Regency, Milwaukee Wl. Focus: 
RPGA and other games. Weekend Rate: $15 
2/16-19: Capricon (15), Box 60085, Chicago 
IL 60660, Location: Wyndham Hamilton 
Hotel, Ithaca IL. Focus: SF, fantasy. Week¬ 
end Rate: $20 ($3011/14-1/15, $40 at door) 


2/16-19: Pnezcon, Box 4661, Charlottesville 
VA 22905. 804-823-7433 (Justin Thompson), 
Location: Mt. Vernon Best Western, Char¬ 
lottesville VA. Focus: wide variety of board 
and miniatures gaming, sanctioned Magic, 
auction. Weekend Rate: $17 ($20 after 1/15) 

2/17-19: Boskone (32), Box 809, Framing¬ 
ham MA 01701 617-625-2311, Location: 
Sheraton Tara, Framingham MA. Focus; SF, 
fantasy, filking. Weekend Rate. $28 ($32 
after 7/15) 

2/17-20: DunDraCon XIX, 1145 Talbot St, 
Albany CA 94706, Location: San Ramon 
Marriott Hotel, San Ramon, CA, Focus: gam¬ 
ing. 

2/17-19: Genghis Con, Denver Gamers 
Assoc., P.O, Box 440058, Aurora CO 60044. 
303-758-7000. Location: Marriott Southeast, 
Denver CO. Focus: various gaming, RPGA, 
auctions, Puffing Billy. Weekend Rate: $15 

2/17-19: Harmonicon, PO Box 48431, Wichi¬ 
ta KS 67201 316-687- 6424, Location: Holi¬ 
day inn East, Wichita KS. Focus: Song writ¬ 
ing, filking. Weekend Rate: $20 (until 12/31) 

2/17-19: KatsuCon-lchl (1), P.O. Box 11582, 
Blacksburg VA 24062-1582, Location: Holi¬ 
day inn, Virginia Beach VA. Focus: the 
Regional East Coast Anime con. Weekend 
Rate: $22 

2/17*19: Millennium Falcon, 1506 Pyramid 
CL, San Jose CA 95130. Focus: media. 
Weekend Rate: $25 ($30 7/3M0/31, $40 
11/1-1/14, $50 at door) 

2/17-20: Orccon (18), Jeff Albanese, P.O. 
Box 3849, Torrance GA 90510-3849, 310- 
326-9440. Location: Los Angeles Airport 
Hyatt. Focus: family, strategy, board, RPGs, 
miniatures gaming, auction, flea market 

2/10: Cabin Fever Fan Party, StarBase KC, 
Box 11444, Kansas City MO 64112.016-923- 
5112. Location: Ranchmart Auditorium, Over¬ 
land Park KS, Focus: Star Trek, dealers, 
gaming, movies, panels, costuming & con¬ 
test. Weekend Reg. Rate: $8 

2/10: Mfcrocon, PO Box 9342 WBB, Dayton 
OH 45409-9342, 513-222-4263. Location: 
Dayton OH. Focus: RPGA, refreshments. 
Weekend Rate: $7.50 [no game fees) 
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2/18-19: Navcon (2). US Navy Memorial 
Foundation, 701 Pennsylvania Ave. NW 
#123, Washington DC 20004.202-737-2300 
(Doug Schultz), Location; Navy Memorial. 
Focus: naval wargaming (only) 

2/23-23: Total Confusion (9), P.O, Sox 
1463, Worcester MA 016QM463, 508-987- 
5244. Location: Best Weslem, Marlborough 
MA. Focus: wide variely games, RPGA, cos¬ 
tume contest. Weekend Rate: $23 

2/24-26: 5Con, Alicia Brady, Student Center, 

Ml Hofyoke College, 1505 Blanchard, 3. 
Hadley MA 01075. 413-5384078. Focus: 
Star Trek 

2/24-26: Concave (16), Gary Robe, PO Box 
3221, Kingsport TN 37664, 615-239-3106. 
location: Park Mammoth Resort, Park City 
KY. Focus: SF, relaxacon. Weekend Rate: 
$15 ($20 after 2/5) 

2/24-26: Condor (3), Box 15771, San Diego 
CA 92175. 619447-6311. Location: Town & 
Country Hotel, San Diego CA. Focus: SF, 
fantasy, comics, gaming. Weekend Rate: $20 
($25 9/30-2/10) 2/24-26: Continuity, Box 
19713, Birmingham AL 35219. 205-678- 
2112, Location: University Inn, Birmingham 
AL. Focus: gaming, Star Wars LARPG, pan¬ 
els, masquerade, fiiking. Weekend Rate: $20 
(more after 10/31) 


2/24-25: Gallifrey One (6), Box 3021, North 
Hollywood CA 91609. 818-752-3656, 714- 
540-9884. Location: Radisson Plaza Hotel, 
Riverside CA. Focus: Dr, Who, Red Dwarf, 
Star Trek, media SF. Weekend Rate: $30 
($35 9/15-1/31, $40 at door) 

2/24-26: Jaxcon, P,0. Box 14218, Jack¬ 
sonville FL 322384218. 904-724-7086 (day - 
Dave Elliott). Location: Ramada Inn, Jack¬ 
sonville FL, Focus: various games, flea mar¬ 
ket, mint painting contest, auction. Weekend 
Rate: $15 ($22 after 1/1) 

2/24-26: Oitcon (1), 1408 Weybridge Rd*, 
Columbus OH 43220. 614451-3154, Loca¬ 
tion: The Harley Hotef, Columbus OH, Focus: 
Gaming, RPGA find. Living City), Magic, 
Vampire. Weekend Rate: $10 (no game fees) 

2/24-26: Radeon, 2527 W. Kennewick Ave„ 
#162, Kennewick WA 99336. 509-943-5908 
(David Carson). Focus: gaming, fantasy, SF, 
historical recreation. Weekend Rate: $12 
($15 11/1-1/1, $18 at door) 

2/24-26: Shevacon, Harry Shiflett, PO Box 
2672, Staunton VA 24402-2672, Location: 
ingieside Red Carpet Inn, Staunton VA. 
Focus: various games, parties, videos, Hiking, 
dance, guests. Weekend Rale: $15 (until 
9/30) 


2/25: Miniatures Painting Contest & Game 
Day, Leslie A, King, Metalcraft Miniatures 
and More, P.O.B. 6,926 N, 9th St,, Eiwood 
!N 46036.317-552-6029. Location: Metalcraft 
Miniatures and More, Eiwood IN. Fxus: Very 
large minis-painting contest, all sods of 
gaming. Weekend Rate: $0 

3/2-5: World Horror Convention, PO Box 
148, Clarkston GA 30021-0148. 404-921- 
7148. Location: Sheraton Colony Square 
Hotel, Atlanta GA. Focus: Horror - Art, huck¬ 
sters, guests, etc,. Weekend Rate: $55 ($65 
7/31-11/29, $75 thereafter) 

3/3-5: Astronomicon (4), Rochester Fantasy 
Fans, P.O. Box 1701, Rochester NY 14603- 
1701.716-3424697. Location: Radisson Inn, 
Rochester NY. Focus: SF/Comics, fiiking, 
video, masquerade, GOM: David Drake. 
Weekend Rate: $20 ($30 after 12/31) 

3/3-5: Concentric, 114 Eudid, Box 287, Parte 
Ridge IL 60068. Location: Ramada Hotel 
O’Hara, Chicago IL Focus: RPGA, Living 
City, auction, various board games (ind. Puff¬ 
ing Billy) and miniatures. Weekend Rate: $10 
until 10/1 

3/3-5: Conflation (3), Box 19377, St. Louis 
MO 63144. 314-385-2875. Location: Radis- 
son Clayton, St. Louis MO, Focus: gaming, 
art show, SF, fantasy. Weekend Rate: $15 
($20 after 1/1) 


3/3-5: Egyptian Campaign, S.I.U.C. Strate¬ 
gic Games Society, Office of Student Devel¬ 
opment. 3rd Floor Student Center, Carbon- 
dale IL 62901-4425, 618-5294630 (Joel). 
Location: Southern Illinois University, Carbon- 
dale 3L Focus: Battfetech, RPGA, Magic, train 
games, and many other board, miniatures and 
RPGs, Weekend Rate: $10 ($12 at door) 

3/3-5; Visioncon, P.O. Box 1415, Springfield 
MO 65801-1415 (send\SASE). 417-886- 
7219. Location: Holiday Inn, Springfield MO, 
Focus: various gaming, N ASM AW, LARPG, 

art show, auction, minis painting contest, 
panels 

3/1fM2: Bash, BSTA, Box 1108, Boston MA 
02103-1108. Location: Holiday Inn, Taunton 
MA, Focus: Star Trek, SF, GOH: Max 
GrodQnchik. Weekend Rale: $30 ($36 after 
11/30) 

3/10-12: Con of the North (3), P.O. Box 
18096, Minneapolis MN 55418, 612-574- 
7594, Location: Landmark Center, St. Paul 
MN.Focus: wide variely of gaming, Weekend 
Rate: $15 ($25 after 1/31) 


+++++++**++++ 



PLAGUE 
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PESTILENCE 


A card game based on the 
"BLACK DEATH" 


Wage war on you enemies. 
Lead a Holy Crusade. 

But above all else, 
prepare for the coming of the 

PLAGUE! 


To order, send a check or money order 
for $14.95 + $3.50 S&H (per game) to: 

Hillary’s Toy Box 
PO Box 1954 
Orange, California 92666 



(CaJiforrua residents odd 7 VA% sal £5 tax) 
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30-45 Min. to play 


SHADIS © 1995 


101 
















Shadis ConHNection 


3/10-12: Conamazoo, Eric Wessing, Box 
1546, Evanston IL 60204*1546. 708-320- 
8765. Location: Kalamazoo Radisson Pfaza 
Hotel, Kalamazoo Ml. Focus: Intelligent con* 
versation on SF, Fantasy; guests; gaming 
and filking. Weekend Pie-Reg: $15 

3/10-12: Intercom (10) r ILF, Box 196, Mem- 
field V A 22116.Focus: Live-action RPGs, 
Weekend Rate: $50 (ILF members: $45, 
$60/55 after 2/15) 

3/1142: EX UNICON II, c io Mr. R. Stewart, 
25, Victoria Street, Exeter, DEVON, EX4 
6JQ, England. Location: Reed Hall, Exeter 
University, Devon, England. Focus: Gaming. 

3/11-12: Fantasy Worlds Festival, Marion 
Zimmer Bradley, Box 72, Berkeley CA 94701. 
Location: Marina Marriott, Berkeley CA. 
Focus: SF, fantasy, guests. Weekend Rate: 
$35 

3/1649: Spring Revel, Keith Pollster, Box 
27, Theresa WJ 53091. 414-488*2037. Loca¬ 
tion: Ramada Hotel O’Hare, Rose mo nt IL, 
Focus: RPGA, RPGs and board games, 
MAGIC, Putting Billy. (This con is In conjunc¬ 
tion with Little Wars). Weekend Rate: $12 
($15 after 1/15) 

3/17-19: Gamer's Con (2), The Gamer’s 
Realm, Princeton Arms Center, 2025 Old 
Trenton Rd. P Cranbury NJ 08512. 609-426- 
9339, Location: Cherry Hill NJ 

3/1749: Lunacon, Box 3566, Church St., 
Stn., New York NY 10008* 3566. Location: 
Rye Town Hilton, Rye Brook NY. Focus: SF, 


fantasy, science, filk, gaming, video, films. 
Weekend Rate: $30 ($40 after 2/17) 

3/17-19: Revel-con (6), PO Box 980744, 
Houston TX 77098-0744. 713*526-5625. 
Focus: TV shows, fanzines, relaxacon. 
Weekend Rate: $35 ($40 9/30-12/31, $45 
12/31-2/28, $50 2/28-3/7) 

3/10-20: 14th Annual Dayton Sherlock 
Holmes/Conan Doyle Symposium, Greg 
Sullivan, Coord,, 2800 N. River Rd. t Yellow 
Springs OH 45387, or Jean Rodin, Scly, 
3041 Maginn Dr,, Beavercreek OH 45434. 
513-767-8110 or 429-2904. Location: Holday 
Inn, I 675, Fairborn OH. Focus: talks re 
Holmes & Doyle, Sheriockiana dealers selling 
various related items, evening banquet fol¬ 
lowed by Holmes’ Readers Theatre. Week¬ 
end Rate: $20 

3/23-26: Simeon (17). c/o URSGA, CPU Box 
277146 River Station, Rochester NY 14627- 
7146. 716-334-2708. Location: University of 
Rochester, Rochester NY Focus: large vari¬ 
ety of games. Weekend Rate: $7 

3/24-26: Argacon, Location: Adrian College, 
Adrian ML Focus: Gaming. Weekend Rate: 
$5 

3/24-26: ConnCon, P.O. Box 444, Sherman 
CT 06784-0444. 206-746-5384. Location: 
Danbury Hilton, Danbury CT. Focus: RPGA, 
Battieteeh and various other games. Week* 
end Rate: $16 

3/24-26: Midsouthcon (14), Box 22749, 
Memphis TN 38122, 901-274-7355. Loca¬ 
tion: Memphis TN. Focus: SF, fantasy, Star 


Trek. SC A, gaming, filking, miniatures con¬ 
test. Weekend Rate: $20 ($25 1Q/31-3M) 

3/24-26: MillenniCon-6 (10), P.O. Box 636, 
Dayton OH 45405, 513-277-9229. Location: 
Stauffer's Center Pfaza, Dayton OH, Focus: 
SF, space & science programming, masquer¬ 
ade, art show and auction, Hiking, children's 
programming, gaming. Weekend Rate: $20 
($25 after 1/1, $30 at door) 

3/24-26: Neoventlon, Univ + Gaming Soc, ( 
G.S.C., #6, U. of Akron, Akron OH 44325. 
216-972-7345. Location: University of Akron, 
Akron OH. Focus: various games, movies, 
auction, anime, Magic: the Gathering, Week¬ 
end Rate: $15 

3/25-26: Chaotieon (4), UWGB, Student Ue 
(Gameris Club), 2420 Nicolet Dr, Green Bay 
W! 54311-7001, 414-434-6844. Location: 
Univ. Wise. Green Bay, Green Bay Wl. 
Focus: war / board gaming & roleplaying 

3/30-4/2: Am hereon, Eric Wujcik, Phage 
Press, P.O, Box 519, Detroit Ml 48231-0519. 
313-533-3122, Focus: Amber — pre-registrar 
lion only. Weekend Rate: $40-60 

3/31*4/2: Concept (6), Box 405, Stn. HMon¬ 
treal PQ H3G 2LI Canada. 514-288-1692. 
Location: Holiday Inn, Montreal. Focus: SF, 
fantasy, panels, workshops, masquerade 
auction. Weekend Rate: $20 (Canadian) ($24 
9/30-3/15, $29 at door) 

3/31-4/2: Filkontario (5), 302 College Ave., 
W„ #20, Guelph ON NIG 4T6 Canada. 905* 


574-6212. Focus: filking. Weekend Rate: $22 
until 10/31 

3/31-4/2; Geocon (3), Gaming Guild, Ever¬ 
green State College, Collage Activities bldg, 
#320, Olympia WA 98505, 206-866-6000. 
Location: Evergreen State College, Olympia 
WA, Focus: SF, fantasy, gaming, anime. 
Weekend Rate: $3 pre-reg ($4 at door) 

3/31-4/2:1-Con (NY) t P.O, Box 550, Stony 
Brook NY 11790. 516-632*6045. Location: 
SUNY, Stony Brook NY. Focus: art show, 
movies. Hiking, gaming, Star Trek, Babylon 5, 
Weekend Rate: $20 ($25 12/31-2/28, $28 at 
door) 

3/31-4/2: Little Wars, Jeff Hammeriund, 107 
W Chicago St M Algonquin IL 60102.708-658- 
4333. Location: Ramada O'Hare, Rosemont 
IL. Focus: the finest minis, gaming in the Mid¬ 
west. Over 100 minis, games in a wide vari¬ 
ety of periods,. Weekend Rate: $12 

3/31-4/2: Razorbatttes PO Box 743, Fayet¬ 
teville Afl 72701. 501-444-8341. Location- 
Clarion Inn, Fayetteville AR. Focus: gaming, 
rpg, HMGS, battieteeh, LARPG, etc.. Week¬ 
end Rate: $10 ($12.50 12/1-3/1, $15 after¬ 
ward) 

3/314/2: SX Con, PO Box 22188, Bankers 
Hall, Calgary AB CANADA T2P 4J5. 403- 
263-7806, Location: Marlborough inn, Cal¬ 
gary AB. Focus: Star Trek, GOH; Mark 
LananL Weekend Rate: $25 ($30 7/25-9/30, 
$35 10/1-3/23, $40 at door). □ 



UH, GUYS, HAVE YOU SEEN 
FINE0US FINGERS OR 
BRIGHT FUTURE ? 


I HEARD THEY RAN UP 
AGAINST A MAN-EATING 
FERRET! 


WOW! I WONDER HOW 
MANY EXPERIENCE 
POINTS ONE OF THOSE 
WOULD BE WORTH? 

/ 


AW, FERRETS ARE EASY. 
IfS THE LEMURS YOU 
REALLY HAVE TO WATCH 
OUT FOR. IREMEMBERA 
SAME BACK IN *82.... 

\ 


Fin and Bright Future will return in issue 18 of SHADIS. 
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The Market’s Open 


The Market Plats is a meet¬ 
ing place where readers pass 
along information, barter, trade 
and gossip. Readers are invited 
to place classified ads, announce 
group meetings, seek out other 
players, etc. 

Subscribers may place classi¬ 
fied ads free of charge with a 
limit of one ad per issue and a 
maximum of twenty-five words. 
Non-subscribers can place ads 
for 254 per word with a limit of 
twenty-five words. 

Convention announcements, 
group meetings and public ser¬ 
vice notices can be placed free 
of charge. 

Ads will be placed on a first- 
come-first-served basis, with 
subscribers having priority. 


c 



eds 


Andrea St Brian, 

Congrats on your 1st year 
anniversary! Hope the coming 
year is a bright and happy! 

Jolly 


Wanted: 

Finieous Fingers miniatures set. 
Write Ken Carpenter P.O. Box 
9, Murrieta, CA 92562 with 
price. 


Anne, get ready for a crazy 

summer. Next time I come to 

St. Louis Tm bringing a broom. 

John 


Miniature 
Painting Service 

For prices send long SASE to 
Leslie A. King , 
c/o Fortress Figures, Inc. 
P.O. Box 66 
Jonesboro, IN 46938 


Marlboro Girl 

“In our madness, we burnt one 
hundred days. Time takes time 
to pass. I keep a photograph. It 
burns my wall with time. An 
Occasional dream of mine." 

Quickdraw 


Want to publish your own games? 
Rnd answers to your questions in 
this booklet; The Facte About 
RPG Publishing, Send check for 
$10 to Storm Press, FOB 266, 
ArlHts. IL 6006-0266 


LOST AND FOUND 

Found; Box of rare* signed 
magic cards at ORIGINS. 
Describe contents of the box 
and the vehicle you were driving 
and they’re yours. 

Found: One nifty camera left at 
our booth at DRAGON CON. 
Call soon or we will develop the 
film and make fun of your pic¬ 
tures. 

Contact Editor. 


HELP WANTED 

SHAD1S is looking for corre¬ 
spondents/editors to head up 
columns on Virtual Reality, Gam¬ 
ing Conventions and PBM, 

Send a sample of your writing 
and background experience to the 
editor. 

Also looking for unique articles 
and material that is off the beaten 
path. If you feel you have an idea 
for an article or series that would 
be of interest to gamers, we want 
to hear about it. 


Rendova River Rats: 

A Cal] to Amis! 

Attention Brick, Hedley and 
Dredger. The Rendova River 
Rats have been reactivated. 
Report with full kit and battle- 
dress to the Pavillion. 


> Paula Handley 
of Pleasur e} on 
winning ONE TRUE FAITH #1, 

Game #3 is starting! See SHADIS 
#14 for review. Free rules bom; 
Keith Langley, 1614 Donovan PL, 
Longmont CO 80501, (303) 776- 
7987 noon-midnight. 


WANTED 

Reviewers, writers & artists. 
Send SASE for Writers 1 and 
Artists' Guidelines to SHADIS, 
17880 Graystone Ave. #203, 
Chino Hills CA 91709. 


WANTED 

Writers/Artists 

Myrmidon Press (ManHunter™) 


is 


Wnte to P.O. Box 1374 Royal 
Oak, MI 48068 for more details 


May We Hove Your 
Attention Pfeose? 


iV 


v 


e are looking for 
artists with a knack 
following subject; 
war scenes 


scenes 


in' 


away 


Technical 

uding blueprints and cut- 
illos for hi-tech weaponry, 
nd equipment) 


vehicles 


An eye for detail and 
historical accuracy is 
preferred for each category. 

Artists interested should 
send samples to 

SHADIS 

17880 Graystone Ave #203 

Chino Hills, CA 91709. 





























































Don’t miss a single exciting issue! 


or more 


Issue no.#17.5 Feb 

(Issue not pictured) 
Special Edition dedicated to 
card games* Includes vari¬ 
ant rules poster with artwork 
by Jeff Menges and William 

O’Connor 


e Conqueri"! 

liable as a P* 


will be substituted if The DarkTm packs 
agic the Gathering™, ia a trademark of 


Wizards of the Coast* 

If you have questions Call (909) 371-7336 
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In the past, ancient priests, shamans, and wise men recognized the exist¬ 
ence of magic and the presence of vampires, ghosts and demons. They were 
not things of myth or legend, but an accepted part of every day life. The peo¬ 
ple prayed and struggled against these dark forces, keeping them in check. 

Ley lines. Hie ancient orientals called them Feng-shut, dragon tracks. Lines 
of mystic energy. Along these lines of energy demons and other supernatural 
beings could enter our world and sorcerers could draw upon great magic. The 
Chinese studied these lines, learned their secrets, and developed Geomamy 
which is practiced to this very day. 

Today, humankind has rejected the concept of magic and monsters. They 
dismiss such notions as superstition, myth and madness. They ignore the most 
blatant evidence to the contrary and happily bury it under scientific explana¬ 
tions, whether they make sense or not. And the monsters flourish. 

Demonic, hellish abominations stalk the streets. Vampires roam the night 
freely. Supernatural predators lie in wait in the alley ways and ghosts haunt the 
mins of urban decay. Earth is being invaded and nobody will stop the tide of 
invasion because they won't admit the invaders exist. 

On another front, the ley lines pulse with mystic energy Jong forgotten or 
ignored. An energy lapped by a handful of men and women (and supernatural 
abominations) who have rediscovered arcane knowledge. Some are protectors 
of the innocent and seekers of truth and knowledge. Others are selfish, venge¬ 
ful or evil people who serve the forces of evil, both human and inhuman, and 
unleash the primordial forces they summon into our unsuspecting world. 

Fate, Humankind's defense has fallen to the hands of madmen and crack¬ 
pots: mystics, psychics, paranormal investigators, arcanists and other believers 
in magic and the supernatural. An underground society scorned by the authori¬ 
ties, mocked by men of science and dismissed by the public. Thus, they wage 
a private and secret war against the supernatural and the forces of evil. They 
are the shadowy sentinels who watch over us while we sleep. 

Meanwhile, the mean streets continue to get a little scarier and much more 
dangerous, 

^ _ - 

Palladium Books® 12455 Universal Drive 

Dept. S Taylor, Mi. 48180 

Copyright © I ^Palladium Books® Inc. All righl* reived 

PiiU*dEi*m Bwtii. Me$nvcf*e. Rift*, and The MechanokH are *31 registered irademart s in*«dA licensed 

Kevin Siemkiieda. Btyotyd rte Supernatural Boxed Nightmare*. The L-iiJu A^rcy and tHhw Ulle* are 
uade mirk s owned by Kevin 5 kmfc ied*. 


This is the world of 

'EM 

Beyond the Supernatural 

Never has a roie-p laying game set in the modem world captured the ele¬ 
ments of magic, the paranormal and the supernatural in such a plausible and 
frighteningly real way. These elements are combined with mystery, intrigue, 
and horror Player characters include the arcanist. parapsychologist, psychk 
sensitive, psi-mechartic , nega-psythk' and others. 

If you play Rifts, you already know the game mechanics of magic and ley 
lines, as well as (heir full power and danger. Perhaps the right characters ar the 
right time could prevent the "Coming of the Rifts." But to do so they must un¬ 
lock the secrets of magic and fight the horrors of the supernatural. 

Highlights Include: 

* Nine Occupational Character Classes, 

• Over 40 psionic powers, 

* The magic system is plausible and believable. 

• Ley lines and places of magic. 

* The supernatural and forces of darkness. 

* Adaptable to Rifts and Heroes Unlimited. 

* Written by Kevin Siembieda & Randy McCall, 

* Art by Steve Bissette, Long and Siembieda. 

• Cover by Richard Cor ben. 

• Over 250 pages, 

• $19,95 plus $2.50 for postage and handling. 

Boxed Nightmares™ 

An adventure sourcebook that lakes characters into (he frightening world of 
the supernatural. 

Highlights Include: 

# (i.M. tips on Ihe elements of horror, 

• Rules fur creating paranormal organisations. 

* Werewolves, jungle demons, psycho-killers and the truth behind Jack 
the Ripper, 

* By Siembieda and Long. 

• 80 pages plus a 16 page newspaper tabloid. 

■ $11.95 plus $1.00 fur postage and handling. 
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Rumors, New Products, Etc 


By Mark Arsenault 



A Tweet Addition 


H appy New Year one and all! I 
hope everyone had a won¬ 
derful holiday season. 1995 
is now upon us and promises to be a 
banner year for gamers. Many new 
gaming products are on the horizon, 
as well as a number of other events 
which should prove enjoyable for 
gamers. 

One of the things that 1995 
brings to Bits & Pieces is change. 
Due to the recent addition of Up My 
Sleeve, David Williams 1 card games 
column, I will no longer be reporting 
upcoming card games in this column. 
This will undoubtedly make some 
readers unhappy while bringing joy 
to scores of other “non*card" 
gamers, i think the change is war¬ 
ranted, however, as Dave is doing an 
excellent job keeping fans of the vari¬ 
ous card games appraised of that 
aspect of the gaming industry. 

Some of you sharp readers may 
have also noticed that our regular 
Upcoming Products list has been 
missing the past couple of issues. 
The reason for this is twofold. First* 
and primarily, was the need to main¬ 
tain the focus of this column. While 
printing a list of pending releases is 
surely convenient, that same info can 
be obtained from a number of other 
sources. Bits & Pieces is an industry 
news column, and 1 felt that the 
space could be better utilized bring¬ 
ing you that news. 

Secondly J there was space con¬ 
sideration. With the incredible 
growth of SHADES magazine (not to 
mention this column) I wanted to be 
sure to use space as efficiently as 
possible. This column has already 
been switched to a reduced font size 
and to a four column format. 1 take 
that to mean that 1*1 be hard pressed 
to get more space in the mag to 
report the news. 

Now, to the news, 

SMADIS © !995 - 


Jonathan Tweet, the coordinator 
of Wizard of the Coosf s roleplaying 
team, announced a new addition to 
his family. Tessa Marie Tweet was 
bom on October 19th, 1994, at 
9:04 p.m. Both little Tessa and her 
mommy, Tracy, are doing fine. 
Jonathan tells me he'll only be work¬ 
ing part time through January, how¬ 
ever. Must have been hard work, eh, 
Jonathan? Just joking. Congratula¬ 
tions from myself and the rest of the 
SHAD1S staff. Give Tracy and Tessa 
our best. 

Staff Matters 

Two folks from Trident, Inc ., 
Afios Games' partners in the On 
The Edge card game venture, have 
joined the Aths Games team. Darin 
“Woody' 1 Eblom is coming aboard as 
Sales Associate, and Brent Furguson 
{creator of the OnTE card back 
design) has been enlisted as Art 
Director. Robin Jenkins will become 
Trident s Editor. 

West End Games has gained a 
new editor. Miranda Homer joined 
WEG in October, and was put to 
work right away editing Shane Hens¬ 
ley's Wilderness book for Blood* 
shadows. 

Gold Rush Games has added Eric 
Weber (FateSeer@ad.com) to their ranks 
as an online representative (on America 
Online) and a member of the creative 
design team. Welcome aboard, Eric! 

The End of Darkness 

Steve Jackson Games and White 
Wolf Game Studio have reached an 
agreement over recent issues which 
were made public not long ago on 
the Internet. For those of you who 
aren't linked to the net, White Wolf 
didn't approve the final copy of 
GURPS Mage {SJG’s fourth 


licensed World of Darkness con¬ 
version for the GURPS system). This 
last minute decision threw SJG’s 
release schedule out of whack. In 
addition, Sieve Jackson Games 
didn't appreciate White Wolf's use 
of the old 'eye in the pyramid" in 
their Wraith RPG book. (All of this 
transpired right around the time of 
last year's GenCon) As you can 
imagine, tempers ran a bit hot. 

All has been resolved between 
the companies themselves, thankful¬ 
ly. In the recent agreement, WW 
agreed not to put the graphic in 
future printings of Wraith, although 
the current books will not be pulled 
from the market. They also approved 
the GURPS Mage project, which is 
now available. Unfortunately for 
crossover gamers, GURPS Mage 
will be the last of the crossover 
GURPS/Storyteller projects. 

Put Off 

Black Gate Publishing announced 
that their Legacy sourcebook, Rich* 
mond: City in Decay, has been 
indefinitely postponed. It seems that 
the original authors backed out of the 
deal due to other commitments {you 
need to feed those folks better, Bran¬ 
don). As of this writing, Black Gate 
is looking for new authors to take 
over the project. 

Other delayed projects include 
the revised Lace & Steel RPG. 
“Due to factors beyond my control, 
the release date for this has slipped, 
probably into very early (1995),” said 
Paul Lidberg of Nightehr/t Games. In 
addition to Lace & Steel, Paul tells 
me that the status of the Leviathan 
Capital Ship Briefing is in limbo 
at this time, “Hi have a better answer 
for you...about 1 January],*’ 

Fans of the licensed Cyberpunk 
magazine, Interface, may have to 


wait quite a while for another issue, I 
spoke with editor Thaddeus Howze 
last October, and he informed me 
that although he intends to continue 
publishing Interface, a recent move 
and the resulting geographic breakup 
of his staff has caused an indefinite 
delay in the schedule. You can send 
e-mail to him at EJricl701@aol.com, 

Also taking a back seat is GDW’s 
Dark Conspiracy roleplaying 
game, "Dark Conspiracy is on hia¬ 
tus for a while,” said GDW's Loren 
Wiseman, "meaning that we will 
bring it back as a second edition 
sometime in the unspecified future,** 

Enemies Past 

Black Gate Publishing is work¬ 
ing on two new supplements to their 
Legacy: War of Ages game. Look 
for Mortal Enemies and Shadows 
of the Past around March or April. 
I’m told that they're also working on 
a new campaign book tentatively 
titled Btades, which should be out 
early this year. 

Help Wanted 

FASA put out the word that they 
were looking for someone to take 
over as Developer of their Stiad- 
owrun RPG line. Keep in mind that 
there’s a good chance that the posi¬ 
tion may already be filled by the time 
you read this. 1 : or more information, 
contact FASA. 

Go/d Rush Games is looking for 
talented freelance artists for a line of 
products coming out early this year. If 
you are looking for an opportunity to 
get your work published (not to men¬ 
tion to get paid for it), contact Gold 
Rush Games at P.O. Box 2531, Ek 
Grove CA 95759; or you can send e- 
mail to TGCEditor@aol.com. 
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Who's New on AOL? 

There are several newcomers to 
the Game Company Support area 
on America Online. Some of the 
companies who recently opened fold¬ 
ers on AOL (along with their repre¬ 
sentatives' names and screen names) 
include Decipher Games (Tom 
Braunlich; Lasker), Lest Unicorn 
Games (Christian Moore; Mono¬ 
myth), Chameleon Eclectic Enter¬ 
tainment (Corwin Carson and 
Charles Ryan; CEE Games), 
Goldtree Errt. (Luke Abeam; Iron 
Mule), Flying Buffalo !rtc. (Rick 
Loomis; FB1NC), Board Enterprises 
(John Josten; Board Ent), Optimus 
Design Systems (Donald W* 
Stephanie II; Don S 11), and Gold 
Rush Games (Mark Arsenault; TGC 
Editor). All of you gamers who are 
also AOL members, drop by and wel¬ 
come these new companies to the 
AOL gaming community! 

Heromaker for Windows 

While a windows version of Hero 
Software's immensely useful Hero- 
Maker program (currently available in 
version) is under development, it won't 
be available for a while. According to 
Steve Peterson, "The Windows version 
is many months away; sometime next 
year (1995)." For information about 
Hero Maker, contact Hero Software at 
P.O. Box 699, Aptos CA 95001- 
0699; or e-mail Steve himself at 
HeroGames@aoLcom. 

A Slow Chill 

Mayfair Games still owns the 
Chill RPG, but don’t expect much 
support for it this year. "For the 
moment, *,it’s kind of in limbo, said 
MG1 rep Doug Tabb. 'We might do 
one product for it next year just to 
keep it moving. What we'd really like 
is to find someone who'd like to buy 
the line. 11 Anyone with a few thou¬ 
sand bucks (or more) and a desire to 
purchase a game system, drop Doug 
a line and make him an offer! 

Thin Shadows 

/ron Crown Enterprises will be 
continuing to publish material in sup¬ 
port of their Shadow World line 
this year. That’s according to John 
W. Curtis III, the RoleMaster series 
editor, "There will be at least one 
Shadow World piece published 
(this year.*' 


Dem Bones 

Observant fans of the Leg¬ 
endary Lives and Lost Souls role- 
playing games will be pleased to 
learn that their suspicions have been 
confirmed. The necromancer society 
in LL known as the Children of the 
Red Skull and the bone monks 
mentioned in Cemetery Plots are 

one and the same* 

f ‘Richard Sanders, the author of 

Boneworld, has a thing for bones, 1 ’ 
said Kathi Williams of Marquee 
Press. ""He was very intrigued by the 
Children of the Red Skull, so we 

broke our rule on crossovers and 
allowed him to incorporate the red 
skull in the Afterlife as well as the 
world of a." 

Just Another Hero 

Hero Games rep Steve Peterson 
says that the third edition of Fantasy 
Hero should be out in the latter half 
of this year. "It won’t obviate the sec¬ 
ond edition/ 1 said Steve. "What will 
be different is the emphasis. Much 
more time will be spent explaining 
how to create magic systems and 
magic, weapon maneuvers, describ¬ 
ing campaigns in game terms, specif¬ 
ic Disadvantages for fantasy, and so 
on. 

From the West End 

West End Games has recently 
licensed its first edition Torg line to 
another company. They will also be 
taking over responsibility for the 
InfiniVerse newsletter, according to 
Ed Stark. 

The Second Coming 

One of the new games coming 
out this year is Rapture: The Sec¬ 
ond Coming, by Quintessential 
Mercy Studios. R:T5C is set at the 
end of the world, and chronicles the 
adventures of characters attempting 
to survive in the face of the Biblical 
Armageddon. For more information 
contact Quintessential Mercy Studios 
at 1213 Old Loganville Road, 
Loganvilte GA 30249; or e-mail to 
Me rcyWill@ aol. com. 

Going Underground 

Arias Games has no plans to 
publish additional material for the 
Underground RPG any time soon. 
"The one Underground thing we've 
published hasn’t been doing very well 
in the stores," said At/as rep Peter 


Hentges, “Therefore, we don't have 
any plans to put out other Under¬ 
ground stuff at this time." 

Sphinx Passage 

The Boston G/obe reported not 
long ago that a group calling them¬ 
selves the Diggers of the Under¬ 
ground Planet have been exploring 
“...the murky world of Moscow’s 
ancient sewer system. 1 ' One of the 

group’s goals is reportedly to turn 
parts of the 620,000 miles of tunnels 
(sewer tunnels, mind you) into a 
tourist attraction* And they say capi¬ 
talism doesn’t work. 

Unfortunately, there are report¬ 
edly a host of strange indigenous life 
forms living in those tunnels, such as 
"mutant fish, white crocodiles, giant 
cockroaches and a mysterious, white 
floating blob-like insect that instantly 
kills anything that approaches it/’ 
Maybe the members of DotUP 
should propose a Moscow Guide¬ 
book for Call of Cthulhu to the folks 
at Chaosium* 

Alderac Comics 

Yes, its true* The Alderac Enter¬ 
tainment Group, SHAD1S 1 parent 
publishing company, is expanding* A 
group of talented Individuals has 
been brought together to work on 
several comic lines. Bright Future 
is being headed up by Edwin Mill- 
heim (BF creator and writer), Ray 
Lederer (pencils and layouts), Roland 
Paris (inks), Donna Millheim (line edi¬ 
tor), and two new members; Lisa 
Herring (lettering) and Elizabeth Bar¬ 
nett (asst, writer and editor). Bright 
Future (the comic book) is expected 
to be released some time this year. 

Also expect to see Pod Blue (set 
in the far future when wars are 
fought beneath the seas with the aid 
of militant dolphins, killer whales and 
cyborg divers) and House Divided 
2074* 

FASA Software? 

That’s right! FASA has expand¬ 
ed, creating a new company called 
FASA Interactive Technologies* 
The new company will be developing 
computer games based on several of 
FASA J s popular roleplaying games, 
including BattleTech, Shadowrun 
and Earthdawn, At least one well- 
known FASA personality will be 
moving over to work at the new 
company. Tom Dowd will be heading 


the software development depart¬ 
ment* 

Tanks A Lot 

West End Games announced the 
acquisition of yet another license for 
their MasterBook game system* 
Following close on the heels of the 
Necro scope license (announced at 
last years GenCon), WEG has recent¬ 
ly acquired a license to produce 

material for Tank Girl, using the 
MasterBook system* Good timing, 
guys. It seems you’ll have loads of 
free advertising from Hollywood this 
year, (See below for details.) 

Hollywood News 

At last, the long-awaited news 
from Hollywood. 1 am continuously 
surprised by the comments from 
readers who say they love this Tinsel¬ 
town news. In honor of those folks, 
and to whet everyone’s appetite for 
video entertainment in the year to 
come, here is the mighty morphin' 
jam-packed Hollywood news (and 
there’s a lot of it}! 

Sci-Fi 

Science fiction fans are in store 
for a treat this year with the upcom¬ 
ing release of Alien IV from 20th 
Century Fox. Despite killing Ripley 
in Allen 111, Fox reportedly wants to 
sign Sigourney Weaver to the film. 
No release date set* 

Also look for A. I., a new Stanley 
Kubrick film about an artificially intel¬ 
ligent computer, from Warner Bros, 
and Deep Impact, about an aster¬ 
oid that collides with Earth, whose 
director seat is being eyed by Steven 
Spielberg. No release date, 

Ever heard of a smash shareware 
computer game that was made into a 
motion picture? Me either.** until 
now* Watch for the release of 
Doom* No kidding. No release date, 
either* 

Oliver Stone is set to direct a 
remake of the classic Planet of the 
Apes. This is one film that I can't 
decide whether to get excited about 
or not. Stone is a good director in his 
own right, but tends to do nasty 
things to his lead characters. No 
release date. 

Species will come on the scene 
this summer. This film will star Ben 
Kingsley, Michael Madsen and Forest 
Whitaker, and will be directed by 
Ronald Donaldson. Distributed by 
MGMAJA. 
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Bits n' Pieces 


Robert Heinlein wiU have another 
novel transformed into a silver screen 
production. Watch for Starship 
Troopers, This film is currently 
billed as a $60 million epic. Let's 
hope it doesn’t turn out to be anoth¬ 
er Dune. Distributed by TrJ-Sfar. No 
release date. /Hey/ / liked Dune!! - 
Editorj 

Waterworld has faced several 
delays in its production, but should be 
released this year. It stars Kevin Cost¬ 
ner, Jeanne Tripplehom, Tina Majori- 
no and Dennis Hopper as tihe lead vil¬ 
lain. Directed by Kevin Reynolds and 
distributed by Universal. It's being 
billed as a 'Road Warrior beneath the 
sea.” 

What would the film season be 
without a viral disaster movie? Watch 
for Dustin Hoffman and Morgan 
Freeman to star in Outbreak, about 
a deadly virus that escapes from its 
laboratory confines and causes gen¬ 
erally unpleasant occurrences. No 
release date. 

Anbne, Manga and Godzilla 

What’s that? Godzilla? You 
betcha! That giant halitosis lizard is 
coming back again! The first Ameri¬ 
can-made Godzilla movie is current¬ 
ly in pre-production at TrlStar. 
Scheduled for a Memorial day, 1996, 
release, the film’s $4 million director 
is said to be Jan Debont (Speed). 
Studio sources promise "globe-span¬ 
ning action" and “the most incredible 
war ever seen on the big screen." 
The big green guy's film budget has 
been rumored to be $70 to $80 mil¬ 
lion, With today's technology, that 
could translate into some pretty 
impressive special effects. Keep your 
fingers crossed. 

Manga fans will be excited to 
learn that Fist of the North Star is 

set to become a full-length film star¬ 
ring Gary Daniels, Costas Mandylor, 
Chris Penn, Melvin Van Peebles, 
Malcolm McDowell, Isako Washio 
and (argh) Downtown Julie Brown. 
Tony Randel (not of Odd Couple 
fame) is set to direct. No release 
date. 

20th Century Fox throws its hat 
into the manga motion picture ring 
with its production of Gigantor, 
about a boy and his 50-foot, peace- 
loving robot, based on the popular 
"60s Japanese cartoon. (Anyone 
remember Johnny Sako and his Fly¬ 
ing Robot?) No release date. 

Lest l forget that film I mentioned 
earlier regarding the new West End 


Games License... Tank Girl is 
scheduled for a spring '95 release. 
The film deals with the adventures of 
the U K. comic-book cyberpunk 
heroine. Tank Girl stars Lori Pretty, 
Malcolm McDowell and Ice-T, and 
will be directed by Rachel Talalay. 

Heroes Assemble 

Superhero fans may finally get 
their fill, assuming that extensive 
delays don't continue to plague the 
following productions. This couki be 
the year for superhero movies! 

The third Batman movie hits 
theaters this summer, with Val 
Kilmer in the title role. The film, 
titled Batman Forever, will also star 
Tommy Lee Jones, Jim Carrey and 
Nicole Kidman, with Joel Schumach¬ 
er handling directing duties. 

The long-awaited Spider-Man 
movie, directed by James Cameron 
and distributed by Carolco, may final¬ 
ly see production, at least according 
to Cameron. 

The even longer-awaited X-Men 
film is set to be directed by Richard 
Donner, The movie is currently 
scheduled for a summer ‘95 release. 

Another comic character getting 
their own movie is The Phantom, 
to be directed by Joe Dante and dis¬ 
tributed by Paramount. The film is 
based on the syndicated comic about 
“the ghost that walks." The Phantom 
will be scripted by Jeffrey Boam, 
with Billy Zane (Tombstone) in final 
negotiations for the title role. No 
release date set. 

Watch for the (tentative) summer 
release of Mortal Kombat set to 
star Christopher Lambert, Linden 
Ashby, Talisa Soto, Robin Shou, 
C ary-H troy uki and Kathleen Mclel- 
lan. The film will be directed by Paul 
Anderson and distributed by New 
Line Cinema. No release date. 

After the scrapping of the previ¬ 
ous film version (a blessing, I'm told), 
20th Century Fox is going to begin 
production on a higher-budget ver¬ 
sion of The Fantastic Four, to be 
directed by Chris Columbus. No 
release date. 

The Teenage Mutant Ninja 
Turtles are coming back for a fourth 
movie. Don't laugh. I actually 
enjoyed the last one. The turtles 
reportedly receive a new look and 
attitude in this film. 


Lights, Action, Camera! 

Action movies are always a sure 
bet with audiences, especially in the 
summer time. This year is no differ¬ 
ent. 

Watch for Assassins, a Warner 
Bros, film about a hitman facing 
retirement, whose retirement plan 
consists of being iced! Sean Connery 
is said to be in negotiations for the 
deal. No release date. 

Decoy, directed by Victor Ram- 
baldi, follows ex-CIA operatives who 

are hired to protect the daughter of a 
directing officer from a gang of high- 
tech mercenaries, 

Bruce Wilis recreates his role as 
cop John McClane in Die Hard 3, 
as I reported last issue. The film co- 
stars Samuel L. Jackson, and Jeremy 
Irons (as the main bad guy). No 
release date. 

Val Kilmer can be seen in anoth¬ 
er film this year. Fair Games, 
directed by Joel Silver, stars Kilmer 
as a cop on the run from a squad of 
KGB hitmen. 

Fire Down Below is the latest 
action entry from Steven Seagal, 
produced by Jon Peters from a Jeb 
Stuart script. Distributed by Colum¬ 
bia. No release date. 

Goldeneye brings us back to 
James Bond, this time played by 
Pierce Bros nan. Goldeneye will be 
directed by Martin Campbell and dis¬ 
tributed by MGM/US; this film is ten¬ 
tatively set for a November 95 
release, 

Sean Connery never says never. 
He will star in an action-thriller film 
called Just Cause, co-starring Kate 
Capshaw and Laurence Fishbume, 
No release date. 

Want some nuclear action? You 
got it. Watch for Meltdown, starring 
Dolph Lundgren, about a group of 
terrorists with hot toys. The screen¬ 
play is written by John Carpenter, 
and the film will be directed by Brian 
De Palma. No release date. 

Under Siege was such a big hit 
that Warner Bros, decided to make a 
sequel. Imagine that. Under Siege 
II: Dark Territory stars Steven 
Seagal as the ex-SEAL cook with an 
attitude. It co-stars Morris Chestnut 
and Katherine Heigl, and will be 
directed by Geoff Murphy, Gary 
Bussey was reportedly canned at the 
insistence of Seagal. Bad blood, 
maybe? 


Cyber Action 

And last but not least, there are 
three movies that may appeal to 
cyberpunk genre fans. 

Johnny Mnemonic opens this 
month, starring Keanu Reaves, 
Dolph Lundgren and Henry Rollins, 
The film, directed by Robert Longo, 
is based on a William Gibson story. 

Don’t cut your lawn! At least not 
until you've seen La winnower Man 
2, starring Austin O’ Brien, Pierce 
Brosnan will be missing from this 
sequel (he’s too busy strutting around 
saying 'Bond, James Bond”). The 
film will be directed by Farhad Mann, 

Sylvester Stallone, Armand 
Assante, Diane Lane, Rob Schnei¬ 
der, Joan Chen, Max Von Sydow 
and Henry Rollins will be getting 
together for some near future action 
and excitement. Watch for them in 
the upcoming film version of the 
British cult classic comic. Judge 
Dredd, coming this summer from 
Werner Bros. 

Don’t Forget 

If you want your interesting news 
printed in Bits & Pieces, drop me a 
line. You can write to me at; Bits & 
Pieces, c/o Mark Arsenault, P.O, 
Box 2531, Elk Grove CA 95759; or 
send e-mail to TGCEditor@aol.com. 
Make sure to add me to your mailing 
list for press releases, anonymous 
gossip sheets, and wild party invita¬ 
tions! 

See you in sixty days, and good 
gaming, all. □ 
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WE HAVE THE GAMES YOU WANT 
AT THE BEST PRICES AVAILABLE ! 


The Gathering 


JYHAD 


C)nthe THOOPER 


Coming soon... 

SIM CITY 


from Mayfair Games 


E 


Deckmaster 

MERP 

from WOTC 


1000’s 


Games 


choose from 

Now available 

your 
Multiverse 


Call Toll Free 


P.O. Box 4351-779 
Hollywood, CA 
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T R AO J N G COMPANY 


1 - 800 - 900-4263 | QVes! Rush me your FREE catalog 

for prices, availability and 
Ordering Information 
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Address: 
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This episode's mind-boggling machination: 






Joa ts the "average" 
man. His attributes are 
average. His skills are 
average. His rolls are 
average. 

He is the unsung 
hero of roleplaying 
games! 

What chance doss 
this every-day man have 
in a world of cybered 
technoid gothic magic- 
users? It all depends on 
the rules you use 


in 


Your Eyes Can 
Deceive You — 
Don't Trust Them 

j 

In Champions/Hero System, a Joe 
can attack an innocent bystander 
without knowing where the target 
is; if the target is "unaware", Joe 
has at least a 50% chance to hit if 
the target is less than 40 feet away. 




According to theGURPS Vehicles 
spotting rules, it’s easier for an average 
Joe to see an aircraft carrier cruising on 
the horizon 2 miles way than it is to sec 
a 7 ft. man standing 1 yard away. 


-The Adventures of Joe Genero'\ The Average 

Man ©1994 J. A. Holmgren & Sanguine 

Productions Ltd- All rights reserved. 


Imagine How Hard It Is 
To See In The Dark! 

In Vampire, an average person totally 
untrained in the art of Stealth can cross 
50ft. of well-lit, empty space and evade 
detection more than half the time. 



* » _ 

J oeLienerol@aol.com 

fa mu ytiur /f/«as. 

















































I 




, 






b 








BY JOLLY R. BLACKBURN © 1994 



YEAH, REMEMBER 


| FOUND A NEW 


OF STATE. 


' ■ 


_ 


/Ell I REALLY DlDNT HAVE A CHOICE, GUYS. MY COOSII 
UST MOVED TO TOWN AND DOESNT HAVE ANY FRIEND; 
HERE MY MOM SAID I HAVE TO LET HER PLAY OR WE 
CANT OSE THE DINING ROOM TO RUN OOR GAMES. 


US??? DID YOU SAY SHS?? 
mi ME SHE'S NOT A GIRL 


YOU KNOW I BREAK 
OUT IN HIVES WHEN A 


OH, WELL, her name 

IS SARA 

SHE'S REALLY A NKE. 


GIVE ME A BREAK GOYS. SHE'LL PROBABLY PLAY 
ONCE OR TWICE AND PROP OUT ANYWAY. JUST 
PLAY ALONG FOR AWHILE. SHE'LL MEET SOME 


■ •; ■ i ■ I- 
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OH GAWD' THEY 
MULTIPLY. 


BEFORE I 


HI SARA.'.' 


YEAH, WHAT F 
SAID. A COLD 
DAY.'.' 













































A role-playing game from: 
Black Gate Publishing 
3 .0. Box 1134 

Portsmouth. VA 23705-1134 
























The Original Trading Card Game 


When you play Magic: The Gathering™, a world of infinite possibilities lies in your hand 
create your own deck from a random pool of beautifully illustrated cards, you build your strategy 
right into your deck before the game even begins! ♦ You can construct a deck that s 
simple and straightforward, or one that's remarkably sophisticated. 9 Other players 
may have cards you’ve never seen before, and by trading, you can strengthen your own 
deck. ♦ The more you play these fast-paced duels, the more Magic’s ever-changing 
adventures will intrigue you. 4 You’ll never play the same game twice! 


Wizards of the Coast, Inc. P.O. Box 707, Renton, WA 98057-0707 Customer Service: (206) 624-0933 

Tht Gathering n„d GrtkM C*. are uoHetnn.ks of Wi»nt< of the Coa.it. In, WWL, of ^ ® 1994 P "“' * m ‘’" 

























